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Enter the 1988 Olympic Challenge with Daley 
Thompson as you 'work out' in the gym, where 
your efforts will directly affect your performance in 
the competition itself - another first from Ocean. 

Ten Olympic events include Long Jump, 

Shotput, High Jump, 100m Sprint, 400m, 110m 
Hurdles, Discus, Pole Vault, Javelin and 1500m. 
You will need all your skills to build on what you 
hope was, an impressive work-out, and, as is 
necessary for all top flight athletes, your judgement 
to select the most effective equipment for each 
event is now vital - a decision which can win or 
lose you a place on the podium. 

This isn't just another sports 
simulation, this is a Daley 
Thompson 'event' where all his 
talent and humour burst through 
to make a thrilling and enter- 
taining game play for all the 
family. Go for the Olympic Challenge! 
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fl\ SPECTRUM SPECTRUM AlAKIbl 

% € 9.95 11.95 19.95 


CASSETTE 


DISK 


Also available for your Amiga 
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!■ n the distant jungles of Central America, revolution 

HF is in the air. The government of the Democratic Jeeps, tanks,iriotorcycles, trains af If more 

fl| Republic of El Diablo has been brutally overthrown Huge play area 

and the evil despot known only as Fernandez rules the land: ^ • One or two player optionsisom&fofmats only) 



•* Map of El Diablo 
• /Free ‘Fernandez’ badge 


Spectrum disk: £12.99 
Spectrum cassette: £8.99 

Commodore disk: £12.99 
Commodore cassette: £9.99 
Amstrad disk: £12.99 
Amstrad cassette: £9.99 
ST: £24.99 
Amiga: £24.99 




Image Works, Headway House, 66-73 Shoe Lane, London EC4PJMB. Telephone: 01-377 4645 











6 BUZZ 
12 CHARTS 
80 CHEAPO ROUND-UP 
82 ADVENTURE 
92 LETTERS 
94 PLAYTOWIN 
97 ARCADES 
108 TOMMY’S TIPS 
110 THE LAST WORD 



16 MICROSOCCER 

Showing our considerable ball skills CU 
has carved its way through the 
opposition and grabbed one of the 
games of the season. Since we first 
announced that Sensible Software were 
producing a footy game there has been 
standing room only on the terraces. 
Rightly so — it's brilliant There’s a 
compo too, giving you the chance to 
win two season tickets, a football 
signed by the England squad and 
copies of the game. 

45 THE AMIGA 


ZONE 


This is the last time you’ll find Amiga 
coverage sandwiched in the middle of 
the mag, it’ll feature everywhere from 
next month. Until then you can feast 
your eyes on some of the best releases 
for the wunder machine yet. 


58 POSTER 

The CU poster returns with some 
familiar looking artwork from Thalamus 
illustrating Armafyte. 

88 DRAGON 
BASHIN’ 

CU takes a closer look at the world of 
Fantasy Role Playing games and 
reckons they might just be the next big 
thing. 
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23 1943 
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26 ARMALYTE 
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37 4x4 OFF ROAD RACING 
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42 METAPLEX 
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51 ZYNAPS 

52 ROCKET RANGER 
56 TANGLEWOOD 
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60 SUB BATTLE SIMULATOR 
60 HELTER SKELTER 

63 OFF SHORE WARRIOR 

64 VIRUS 

73 RACE AGAINST TIME 

74 NATO ASSAULT COURSE 
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79 STREET SPORTS SOCCER 
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Virus — another Superstar!!! 





































WHO’LL SIGN 
ROGER RABBIT? 


A s we write a furious battle 
of bids is being waged over 
the computer rights to 
what promises to be one of 
the biggest box office 
smashes ever. Already 'Who 
Framed Roger Rabbit' has grossed a 
whopping $131 million in America 
since it opened last June, and it 
promises to perform similarly when 
it opens here on December 2nd. 
Directed by Robert Zemeckis 
(previous successes include 'Back 
To The Future' and 'Romancing The 
Stone') and starring the brilliant 
Bob Hoskins plus a host of famous 
animated characters, 'Who Framed 
Roger Rabbit' introduces us to 
Toontown, an extraordinary suburb 
of Hollywood inhabited by all the 
famous cartoon heroes you've come 
to know and love over the years. 
Hoskins plays a down-at-luck 
human private investigator named 
Eddie Valiant who is hired by Roger 
Rabbit, a moderately successful 
contract cartoon character, to find 
out why and by whom Roger's 
being framed for a Toontown 
murder. During his investigations, 
Hoskins bumps into Bugs Bunny, 


Donald Duck, Betty Boop, Woody 
Woodpecker and just about every 
other cartoon star you've ever heard 
of. This mixture of real life and 
cartoon is made possible by some 
extraordinary new animation 
wizardry. 

So confident are licence holders 
Walt Disney of the desirability of 
"Roger" that they've taken the 
unprecendented step of offering 
separate licence deals for different 
territories. And, even more 
startlingly, at least on the 64, the 
companies aren't bidding for 
conversion rights at all, but instead 
for an as-yet-unfinished game 
currently being programmed by a 
team specially commissioned by 
Disney! Despite these very 
substantial limitations on any 
potential softco's ability to develop 
and market a "Roger Rabbit" game 
profitably, there is understood to be 
no shortage of companies offering 
reputedly enormous sums of money 
for the rights. Mediagenic/ 
Activision are already understood to 
have picked up the US rights. But 
who'll get Roger for the U.K.? 

Watch this space. 


J ust a mere three or so 
years since its much- 
lauded arcade debut, 
Ghosts 'n'Goblins is all set 
for a sequel. Early 1989 will 
see Ghost 'n'Goblins It's 
appearance in the arcades, and from 
early reports it's going to be a big 
'un. The scenario hasn't changed 
much from the original, but the 
graphics are improved almost 
beyond recognition with the likes of 
haunted forests, crumbling 
mansions and burning windmills 
being beautifully represented. Don't 
believe us? Well, just take a gander 
at this exclusive preview 
screenshot. And, what's more, by 
virtue of Capcom's ongoing tie-up 
with US Gold, G&GII should be 
appearing on the home market in all 
its spooky splendour by next 
summer. 

MIKE 

READ 

ON YOUR 64 


ans of Cliff Richard 
lookalike Mike Read may 
be interested to know that 
the Radio 1DJ and TV quiz 
show presenter will 
shortly be hosting his very own 
computer game. Elite have just 
signed up the licence to produce a 
game based on our Mike's popular 
TV show, 'Pop Quiz'. The resultant 
program is due out in November 
and will be called, with startling 
originality, Mike Read's Computer 
Pop Quiz. 


LINEL’S 

CHAMP 

W hat with Mike Tyson 
pulling out of the long- 
awaited showdown on 
doctor's orders, poor ol' 
Frank Bruno must be 
feeling a bit peeved just now. Never 
mind, Frank, you'll soon be able to 
try your hand at The Champ from 
Linel, a boxing game so realistic 
that it's been endorsed by the World 
Boxing Council. Available in time for 
Christmas on the Amiga, with a 64 
version to follow in due course, The 
Champ follows the progress of a 

THE 


RETURN 




young fighter from street brawls, 
through rigorous training and 
sparring to world title fights. Well, 
no, you won't stand to make 
millions of pounds out of this game 
even if you lose, Frank. But then 
again, it's unlikely to damage your 
delicate features. 



KATAKIS 

GANNED 


M ediagenic have taken legal 
action against US Gold to 
prevent publication of a 
game that they consider 
infringes the copyright of 
their much-publicised forthcoming 
conversion of R-Type. The offending 
game is US Gold's Katakis, 
reviewed in CU last month. The 
game was about two weeks from 
release when Mediagenic lawyers 
slapped an injunction on it. 
Following this, according to a 
Mediagenic spokesperson, US Gold 
"put up their hands and admitted 
that it was a fair cop". US Gold have 
now withdrawn Katakis. 

Meanwhile, despite much sabre- 
rattling, it now seems certain that 
Mediagenic will definitely not be 
taking any legal action against 
Telecomsoft in respect of lo, 
another game which seemed to 
some to be 'heavily influenced' by 
the hit Irem coin-op. "After due 
examination", explained the 
spokesperson, "the similarities 
weren't quite as great as they had 
originally seemed." 

















HOLY 


THE 



O cean have just announced 
their plans to releases 
Batman game before 
Christmas. They re-signed 
the licence to the caped 
crusader after releasing games on 
the Speccy and Amstrad some two 
years ago. The game is being 
written by Special FX though details 
were scarce as we went to press. 

We're chuffed to say this gives us 
a chance to run a little compoette 
giving away Frank Miller's definitive 
Batman graphic novel, 'The Dark 
Knight'. We've got six copies and all 



you have to do to win one is tell us 
what Bruce Wayne's butler is called. 
Answers on a pair of pixie boots to 
Batman Compo, Commodore User, 
30-32 Farringdon Lane, London 
EC1R3AU. 


REAPPEARANCE 


OF ROY 


T hose who mourned the 
disappearance earlier this 
year of Piranha Software, 
and thought that they'd 
never see the star of 
Melchester Rovers in action on their 
monitors need mourn no longer. For 
Gremlin stepped in to pick up the 
famous comic footie star licence 


when its original holders decided to 
opt out of the computer games 
market, and their conversion of Roy 
Of The Rovers is due out next 
month. No news yet, however, 
concerning Piranha's other two 
comic licences. Halo Jones and 
Judge Death, both of which are 
presumably still up for grabs. 



T his month should see the 
launch of Digital 
Integration's latest flight 
sim ,F16 Combat Pilot 
based on one of the most 
advanced multi-role fighters 
currently used by the USAF. Dog¬ 
fighting, battle support and 


intelligence gathering are among 
the different missions you'll be able 
to undertake in what Dig Int 
promise is an exceptionally accurate 
simulation of "the most challenging 
and exciting aircraft to fly in the 
world". Well, any day now, you can 
make up your own minds. 


MICROPROSE TO 


H ome computer simulation 
specialists Microprose are 
to make a major assault on 
the coin-op market, and to 
prove how seriously they 
intend their challenge to be they 
have secured the services of former 
Atari president Gene Lipkin to head 
up the new division, known as 
Microprose Games. 

"We're developing our own 
hardware, our own software, we're 
starting completely from scratch 


with our own unique graphics 
generation system," says UK boss 
Stuart Bell. 

According to Bell Microprose 
Games' products will be "simulator- 
type" products but will also feature 
"most special" gameplay and 
graphics and will be "of a quality 
not seen in the arcades before". 

"The coin-op industry is without a 
leader at the moment; we intend to 
take over that position within a 
year," he added. 


AGAIN 


A brand newsoftco have 
managed to secure the 
rights to that wondrously 
wacky'n'camp'60s TV 
Show,TheMunsters.A 
sister company of budget moguls 
Alternative, the strangely named 
Again Again will be bringing out 
their debut game for the Christmas 
market. The TV Show concerns the 
everyday existance of a family of 
werewolves, vampires and 
reconstructed corpses. Father 
Herman is a Frankenstein clone and 
mum Lilly is a vampirette, all of 
which has a disturbing effect on 



their offspring. Written by the 
blokes who gave you Way Of The 
Tiger and Terra mex, The Munsters 
is due for a mid-November release 
on Amiga and 64. And the show's 
(re)running on C4 now. 



OCEAN UNTOUCHED 


R emember way back last 
November ish we 
mentioned in these 
hallowed pages that Ocean 
Software looked like they 
might shortly be shelling out for the 
conversion rights to the groovey 
1930's gangster movie The 
Untouchables?\Ne\\, it took a bit 

GAMES 
WORKSHOP 
SIGN ON 

ans of fantasy role playing 
games will be thrilled to 
hear that Mediagenic have 
just signed up the world's 
foremost manufacturer of 
hobby games, Games Workshop, 
under a three-year licensing deal. 
The first product of this deal will be 
a conversion of the Workshop's 
most successful product to date. 
War Hammer. 

We've managed to secure five 
complete sets of the Workshop's 
Fantasy Regiment miniatures, and 
to go with 'em, five copies of the 
book 'War Hammer Fantasy Battle'. 


longer than originally anticipated, 
but we are now eventually able to 
confirm, in true you-read-it-here- 
first-in-your-soaraway-CU style, 
that papers have been signed, 
hands have been shaken and the 
Manchester movie-conversion 
specialists have acquired the rights 
to the self-same film. 



And how do you get in on these 
goodies? Just be one of the first five 
CU readers whose postcards come 
out of the CU tri-cornered hat. 
Entries, doubleplusquick, to War 
Hammer Compo, Commodore User, 
Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. No questions to 
answer, so no brainache. 
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STRATEGY 


Reach for the Stars: 


3rd Edition. 

£18.95 

Carriers at War. 

£18.95 

Europe Ablaze. 

£18.95 

Battlefront. 

£18.95 

Battles in Normandy. 

£18.95 

Halls of Montezuma. 

£18.95 

Rommel: 


Battles for North Africa. 

£18.95 

Russia: 


The Great War in the East 


1941-45. 

£18.95 


Decisive Battles of the American Civil War: 
Volume One - 

Bull RuntoChancellorsville £18.95 

Volume Two- 

Gaines Mill to Chattanooga £18.95 

B-24. £19.99 

High Seas. £24.95 

Panzer Strike!. £24.99 

Patton vs Rommel. £14.95 

Shiloh: 

Grant’s Trial in the West. £24.99 

Sons of Liberty. £24.99 

Wargame Construction Set. £19.99 


STRATEGIC 

PLUS 

SOF T WA R E 

P C) Box 8. Hampton Middx TW12 3XA 

Tel: 01 979 2987 


AD&D: Pool of Radiance. 

Bard’s Tale III: 

The Thief of Fate. 

Wasteland. 

Wizardry II: 

Knight of Diamonds. 

Legacy of the Ancients. 

Might and Magic. 

Questron II. 

Phantasie III: 

The Wrath of Nikademus.... 

The Eternal Dagger 

(Wizards Crown II). 

SIMULATORS 

Gunship. 

Project Stealth Fighter. 

Thunderchopper. 

Up Periscope. 

Flight Simulator II. 

Jet. 

Flight Simulator II Scenery Discs: 

No. 7 - Washington to Miami. 

No. 11 The Great Lakes area.... 

“Western European Tour”. 

Japan - Tokyo and Osaka. 

ANY TWO SCENERY DISCS -1 


COMING SOON: 




£24.99 

Ferrari: Formula One. 

£24 95 


F/A-18: Interceptor. 

£24.95 

£16.95 

Empire. 

£CALL 

£16.95 

Breach. 

£35.00 


Breach Scenario: 


£29.99 

The Serayachi Campaign. 

£20.0Q 

£16.95 

Paladin.£35.00 


£24.99 

Gettysburg: 


£19.99 

The Turning Point.£29.99 



Bard’s Tale II: 


£19.99 

The Destiny Knight ....£24.95 



Earl Weaver Baseball ...£24.95 

£19.99 

World Tour Golf. 

£24.95 

mm 

Shadowgate. 

£24.95 


Flight Simulator II. 

£29.95 

£19.95 

Jet. 

£29.95 

£19.95 

FSII: 


£24.99 

“Western European Tour” 


£24.99 

Scenery Disc. 

.£19.95 

£29.95 

FS II Japan Scenery Disc. 

.£19.95 

£29.95 



£19.95 

Ultima V: Warriors of Destiny 


£19.95 

(Origin Systems Inc.) 


£19.95 

Red Storm Rising (Microprose) 

£19.95 

Decisive Battles of the 


£29.99 

Napolenoic Wars (SSG) 



Amiga: 



C-64/C-128 

Deathlord (Electronic Arts) 

The Mars Saga (Electronic Arts) 
Neuromancer (Electronic Arts) 


Earl Weaver: Commissioner’s Disc 
(Electronic Arts) 

Battle Chess (Electronic Arts) 

Elite (Firebird) 

Whirligig (Firebird) 

Carrier Command (Rainbird) 



e's lean, he's mean, he's ready for 
( M- action. This is one fox that won't 
take no for an answer. 

Too many times the hounds have tried to 
put him down, but he'll force the Hells 
Beagles back to the briars. 

Blast your way through the bullets and 
bombs as all the forces of nature are set 
against you. A great game from Denton 
Designs. 


Features include 

► Great animation 

► 100% leg-biting action 

► Weapon pick-ups 

► A massive play area 
►Multi-level play 

Spectrum disk: £12.99 
Spectrum cassette: £8.99 
Commodore disk: £12.99 
Commodore cassette: £9.99 


Image Works, Headway House, 66-73 Shoe Lane, London EC4P 4AB. Telephone: 01-377464: 








































































WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS __ r 
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WORLDWIDE 


•SOFT WA RE■ 


WORLDWIDE SOFTWARE 
49 STONEY STREET 
NOTTINGHAM 
NG11LX 



Commodore Amiga Software 

19 Boot Camp.13.25 

1943 Battle of Midway.17.95 

4x4 Off Road Racing.17.95 

Adv Dung & Dragons (each).17.95 

Alien Syndrome.13.25 

Barbarian II.13.25 

Bards Tale II.18.55 

Black Tiger.17.95 

Bubble Bobble.13.25 

Buggy Boy.16.45 

California Games.17.95 

Captain Blood.16.45 

Carrier Command.16.45 

Chrono Quest.16.45 

Combat School.16.45 

Corruption.16.45 

Daley Thompson Olympic Chal ...16.45 

Eliminator.13.25 

Elite.13.25 

Enlightenment.13.25 

F.O.F.T.24.95 

Faery Tale Adv.21.95 

Fernandez Must Die.16.45 

Fish.16.45 

Flight Simulator II.28.95 

Football Manager II.13.25 

Games Winter Edition.17.95 

Ice & Fire. 16.45 

Ikari Warriors.16.45 

Interceptor. 18.95 

Japan Scenery disk.14.95 

Jet.28.95 

Katakis.17.95 

Leatherneck.13.25 

Legend of the Sword.16.45 

Leisuresuit Larry (Adults only).13.25 

Mars Cops.13.25 

Menace.13.25 


Mil 


indfighter.. 
Mortville Manor... 


Navcom6... 

Netherworld. 

Night Raider. 

Off Shore Warrior. 

Oops!. 

Operation Wolf. 

Overlander. 

Pandora. 

Peter Beardsley Football.. 

Powerdrome.18.9! 


.16.45 

.16.45 

.16.45 

.14.35 

.14.35 

.16.45 

.13.25 

..16.45 

.16.45 

.13.25 

.13.25 


C64/128 

cass 

disk 

C64/128 

cass 

disk 

C64/128 

Cass 

Disk 

Ad Dun & Drag (each). 

7.99 

11.99 

Gunship. 

11.20 

14.95 

. 

.... 7.25 

11.20 

Airborne Ranger. 

11.20 

14.95 

Hawkeye. 

7.25 

9.75 

7 25 

11.20 

11.99 

Alien Syndrome. 

7.25 

9.00 

Hopping Mad. 

7.25 

9.00 

Road Blasters. 

.... 7.25 

Apollo 18. 


.11.00 

Hotshot . 

7.25 

9.75 

Salamanmder. 

.... 6.55 

11.20 

Aquablast. 

Arkanoid Rev of DoH. 

7.25 

11.20 

Ikari Warriors. 

7.25 

9.00 

Samurai Warrior. 

.... 6.55 

11.20 

6.55 

9.75 

Intensity. 

7.25 

11.20 

Savage. 

.... 7.25 

11.20 

Barbarian (Psygnosis) .... 

7.25 

11.20 

International Soccer. 

7.25 

11.20 

Silent Service. 

.... 7.25 

11.20 

Barbarian II. 

7.25 

9.75 

Jet. 


.28.95 

Sinbad and Thorne of Falcons... 

.11.20 

Bards Tale II. 

7.99 

11.99 

Karate Ace. 

7.99 

11.99 

Skate or Die. 

.... 7.99 

12.95 

Bards Tale III. 


.14.99 

Katakis. 

7.99 

11.99 

Soldier of Fortune. 

.... 7.25 

11.20 

Battle Cruiser. 


.19.95 

Kennedy Approach. 

7.25 

11.20 

Sorcerer Lord. 

.... 9.75 

13.50 

Bionic Commando. 

7.99 

9.75 

Konami Arcade Collection 

7.25 

13.50 

StarRay. 

.11.20 

Black Tiger. 

Bubble Bobble. 

7.99 

11.99 

Last Ninja II. 

9.75 

11.20 

Stealth Mission. 


.28.95 

6.55 

9.75 

Lderboard Fam Courses 2 

! 4.99 

6.99 

Street Sport Soccer.... 

.... 7.99 

11.99 

Bubble Ghost. 

7.25 

11.20 

Leaderboard Collection 

11.99 

14.99 

Strike Fleet. 

.11.99 

Carrier Command. 

11.20 

14.95 

Live Ammo. 

7.25 

11.20 

T-Wrecks. 

... 7.99 

11.99 

Chuck Yeager Fit Trainer 

7.99 

11.99 

Magnificent Seven. 

7.25 

13.50 

Target Renegade. 

.... 6.55 

9.75 

Colossus Bridge. 

Colussus Chess 4. 

9.75 

7.99 

11.20 

11.99 

Marauder. 

Micro Mud. 

7.99 

11.99 

11.20 

Test Drive. 

Timpc rtf 1 nrp 

.... 7.99 

7 25 

11.99 

9.75 

Corruption. 

.14.95 

Mindfighter. 

11.20 

14.95 

Tracksuit Manager. 

... 7.25 


Fast delivery on all stock items by 1st class mail in UK. Special overseas service by air mail worldwide 

Credit Card orders accepted by phone or mail. Credit card order telephone lines 
NORTH. SCOTLAND. N.IRELAND, OVERSEAS SOUTH, MIDLANDS. WALES 

0898 57004 (24 HOURS) 0602 480779 (24 HOURS) 


Crusade in Europe.11.20 14.95 

D. Thompson Olym Chal. 7.25 11.20 

Dark Side. 7.95 9.75 

De Lux Scrabble. 9.99 12.99 

Echelon. 7.99 9.99 

Eddie Edward Super Ski 7.25 11.20 

Emlyn Hughes Int Soccer 7.25 11.20 

Empire Strikes Back. 7.25 11.20 

Europe Ablaze.24.95 

FI 5 Strike Eagle. 7.25 11.20 

Ferdinand Must Die. 7.25 9.75 

Fire and Forget. 7.25 11.20 

Flight Simulator II.29.95 31.95 

Football Director. 6.55 

Football Manager II. 7.25 11.20 

GI Hero. 7.25 9.75 

Game Set & Match. 9.75 13.50 

Games Winter Edition. 7.99 11.99 

Gary Lineaker Superskills 7.99 11.99 

Gold Silver Bronze.11.99 14.45 

Great Giana Sisters. 7.99 11.99 


Mini Office II.12.75 14.95 

Navcom 6. 7.25 9.75 

Netherworld. 7.99 11.99 

Night Raider. 7.99 11.99 

Oops!. 7.99 11.20 

Operation Wolf. 7.25 11.20 

Outrun. ... 7.99 9.99 

Overlander. 7.25 9.00 

Pandora. 7.25 9.75 

Patton vs Rommel.11.99 

Peter Beardsley Football 7.25 11.20 

Pirates.11.20 14.95 

Platoon. 7.25 11.20 

Power at Sea. 7.99 11.99 

Predator. 7.25 11.20 

President is Missing.9.75 

Project Stealth Fighter.... 11.20 14.95 

Psycho Pigs UXB. 7.99 9.75 

Ransack. 7.25 9.25 

Red Storm Rising.11.20 14.95 

Rimrunner. 6.55 9.75 


10 Great Games II. 7.99 11.99 

19 Boot Camp. 7.25 11.20 

1943 Battle of Midway ... 7.99 11.99 

4 x 4 Off Road Racing. 7.99 11.99 

6 Pack Vol III. 7.25 11.20 

Terrorpods. 7.25 11.20 

The Eternal Dagger.14.95 

The Pawn.14.95 

The Train. 7.99 11.99 

Time and Magik.11.20 11.20 

Typhoon. 7.25 11.20 

Ultima I or III or IV.14.95 

Ultima V.19.95 

Up Periscope.14.95 

USAAF.24.95 

Victory Road. 6.55 9.75 

Vindicator. 7.25 11.20 

Wasteland.15.99 

We Are the Champions... 7.25 13.50 

West Europe Scenery.14.95 

Whirligig. 7.25 11.20 


Commodore Amiga Software Cass 


Platoon. 

16.45 

Police Quest.. 

16 45 

Quadralien. 

Rally Run. 

Return to Atlantis. 

.13.25 

19.95 

Return to Genesis 

13 25 

Rocket Ranger. 

... .21.95 

Rockford. 

.16.45 

Sentinel. 

13.25 

Shadowgate. 

. 16.45 

Sherlock Holmes. 

Shoot em up Const Set. 

Space Harrier. 

Space Quest II. 

Starglider II. 

.16.45 

.16.45 

.16.45 

.16.45 

16.45 

Stargoose. 

13.25 

StarRay. 

. .16.45 

Stir Crazy. 

Summer Olympiad. 

. 13.25 

.13.25 

The Champ. 

16.45 

The Kristal. 

.21.95 

Thundercats. 

.16.45 

Time and Magik. 

13.25 

Turbo.. 

13.25 

Universal Military Simulator.... 
Verminator. 

.16.45 

... 16.45 

Virus. 

.13.25 

Vroom. 

West Europe Scenery disk. 

Whirligig. 

.14.95 

13.25 

JOYSTICKS 

Cheetah 125 plus. 

Cheetah Mach 1 Plus. 

Comp Pro 5000 . 

Comp Pro 5000 Clear. 

Comp Pro 5000 Extra. 

Speedking. 

Speedking with Autofire. 

Ram Delta. 

.6.95 

.12.95 

.12.95 

.13.95 

.14.95 

.10.99 

.11.99 

. . . 7.99 

Cruiser. 



PERIPHERALS 

Azimuth C64 tape head align kit.8.99 

5.35" disk box (hold 100 disk).9.95 

C64 dust cover.4.95 

C64 disk drive cover.4.50 

Reset switch.6.99 

C2N Datassets unit.28.95 

BLANK DISKS 

3.5" DS/DD disk (per ten).9.95 

5.25" DS disk (per ten).4.99 


Please make cheques or postal orders payable to 

WORLDWIDE SOFTWARE. 

All prices include postage & packing in UK. Overseas please add £1.50 per cass/disk for AIR MAIL delivery. Credit card orders accepted by phone or mail. 
Galashiels: (0896) 57004 (24 hours) Nottingham: (0602) 480779 (24 hours) 

All UK Oeliveires by 1st Class Mail 























































































































































































































































Sega’s mould-breaking 3D high¬ 
speed aerial shoot ’em up first 
appeared in ’87 to almost raptur¬ 
ous applause. Now, after much 
speculation and surmise, Activi¬ 
sion’s officially licensed conver¬ 
sion is about to hit the streets. 

Based around two 16-bit pro¬ 
cessors, a custom graphics chip 
and a Z80 sound manager, the 
arcade Afterburner sounds like a 
tough act to follow. However, the 
Amiga version promises to be 



almost identical to the original. 
We spoke to Jez Sans, head of the 
Argonaut Software programming 
team, about the project. 

The first thing to be tackled 
was the horizon, for which we 
wrote our own routines. 'Next, we 
worked on the aircraft sprite, 
getting it to bank and pitch 
correctly and coordinating this to 
the movement of the horizon. 
Movement of the jet is actually 
smoother than in the arcade, 
accomplished using 15 frames of 
animation.’ 

To give the impression of for¬ 
ward movement, Afterburner 
uses four or five sprites of diffe¬ 
rent sizes, with the inbetween 
frames generated from the base 
sprite itself. This is most obvious 
when the sprites are over- 
expanded and become blocky. 

'Obviously we can’t do this 
using the Amiga’s hardware, so 
we had to produce our own sprite 
engine, capable of emulating the 
Afterburner hardware. We are 
constantly refining our routines 
during development and we can 
now move 25 to 50 sprites per 
frame while keeping the update 
between 50 and 20 frames per 
second. Of course, this all de¬ 
pends on the size of the sprites 
used and what they are doing. 
Sprites are constantly being 
shrunk or enlarged and rotated 
to match the orientation of the 



SERVE & VOLLEY 

Typical! Just as the summer ( what summer ?— Ed.) 
breathes its last and a young man’s thoughts turn to 
conkers and football, along come Accolade with a 
tennis sim. Serve & Volley lets you choose from three 
difficulty levels, three different court surfaces, and 
the full range of strokes, complete with the various 
spins and slices that the pros are so fond of using. It 
also features such hi-techy touches as "Strobe-o- 
strobe” (described in the accompanying bumpf as "a 
type of animation that makes the serves and hits 
appear very realistic”), endurance and power adjust¬ 
ment, and storing of players’ statistics. For one or 
two players, Serve & Volley is due out this month. 



We’re not sure whether it’s all the Glasnost in the air 
at the moment, but there does seem to be much more 
cooperation going on between various bods in the 
software industry. Image Works have already shacked 
up with Telecomsoft and Psygnosis in the recently- 
announced Triad joint venture, and now this cheeiy 
softco have gathered together some of the top 
programming talent in the games industry to contri¬ 
bute to Bomboozal. With each level of this unusual 
puzzle game, in which the player has to detonate all 
the bombs and mines dotted about the playing area 
while avoiding the unwelcome attentions of various 
nasties, a different programmer is apparently going 
to be used, and while the final list has not yet been 
released, it does sound like a great chance to 
compare and contrast programming styles. Bambooz- 
al will be with you by mid-November. 



















































landscape, which all uses up 
processor time. We average out 
at about 600 sprites per second, 
but if the sprites were static, we 
could print well over 1000 in th?t 
time. 

'Objects are shifted from back¬ 
ground to foreground in about 15 
or so frames, again, depending 
upon the size of the sprite. After¬ 
burner never uses more than 18 
frames, since it moves so fast 
that any smoother changes would 
be virtually undetectable anyway. 

*We did encounter some prob¬ 
lems in following the 3D move¬ 
ment of the arcade machine 
though. It doesn't use true 3D 
algorithms to plot its shapes so 
we refined the movement using 
our previous experience to make 
it more mathematically correct. 
Also, the HUD targetting display 
is directed more intuitively, since 
the arcade seemed almost ran¬ 
dom. 

*We currently hold about 1000 
sprites in memory, most of which 
were hand-drawn by a company 
called Focus, hired by Activision. 
Each sprite is only made up of 
four colours, but we’re constantly 
changing the colours scheme, 
and we can have more than 32 
colours on-screen by use of 'cop¬ 
per lists’ — these are instruc¬ 
tions to a co-processor enabling 
us to alter the colour palette on 
each scan line, in a similar way to 


using raster interrupts on a ’64. 

'We’re confident that Afterbur¬ 
ner for the Amiga will be the most 
faithful conversion to date. The 
speed and gameplay are the 
same, the graphics are the same, 
the colour scheme is identical to 
that used in the arcade (accord¬ 
ing to Sega’s technical specifica¬ 
tion) and the sound is as good as 
our memory restrictions will 
allow — and it’s stereo!’ 

Anyone who saw Afterburner 


being demonstrated at the PC 
show may or may not agree. 
Everyone else can make up their 
own minds when it’s released in a 
couple of week’s time. 

Meanwhile, Dalalisoft have 
been busy for the last five 
months, coding the 64 version. 
Again, you may have seen the 
demo running at the PC show, 
which was finished all but for the 
last few graphics, the soundtrack 
and some tweaking. 



original 




STARRAY 


After our enthusiastic reception to the Amiga version 
of StarRay last ish, no doubt all your 64 owners will 
be thrilled skinny to hear that the self-same shoot 
’em up is soon to be making its appearance on the 
eight-bit scene too. As with the Amiga StarRay , you 
get to fly your swift-moving, slick-turning starfighter 
through seven levels, representing seven different 
planets, each with their own highly individual land¬ 
scapes and missions. From darkest jungle to barren 
moonscape, you’ll be protecting Installations from 
destruction or perversion by hosts of aliens, picking 
up bonus balls and staying alive. StarRay , from 
Logotron, should be available at the beginning of 
October. 


Latest in the long line of Commando- flavour shoot 
’em ups is CRL’s Purple Heart , programmed by a 
young Antipodean (from down under, dolts) by the 
name of Michael Twigg. Nope, we don’t imagine that 
Michael has crossed very many frontiers or broken 
many barriers in coming up with this ’un, but with 
swamps, bridges, gates and tanks to negotiate, 
machineguns, flame throwers, shotguns and rocket 
rangers ( shurely shome mishtake? — Ed.) to collect, 
and stacks of enemy troops to slaughter over half a 
dozen levels, we imagine Purple Heart will keep you 
— and an optional mate — occupied at least until the 
next combat romp comes along. 










































C64 ADVENTURE CHART 




TM 

LM 



1 

1 

BARDS TALE 

ELECTRONIC ARTS 

2 

RE 

COLOUR OF MAGIC 

ALTERNATIVE 

3 

NE 

PRESIDENT IS MISSING 

COSMI/US GOLD 

4 

NE 

HUNT FOR RED OCTOBER 

GRANDSLAM 

Li- 

NE 

KNIGHTMARE 

ELECTRONIC DREAMS 

lL 

NE QUEST FOR THE GOLDEN EGG 

MASTERTRONIC 

i 

7 

NE 

BARDS TALE 3 

ELECTRONIC ARTS 

8 

NE 

KNIGHT TYME 

MASTERTRONIC 

9 

NE 

BACK TO THE FUTURE 

ACCESS/US GOLD 

10 

3 

BARDS TALE 2 

ELECTRONIC ARTS 


C64 CHART 

TM 

LM 



1 

1 

FOOTBALL MANAGER 2 

ADDICTIVE 

2 

NE 

TRACK SUIT MANAGER 

GOLIATH 

3 

NE 

SALAMANDER 

IMAGINE 

4 

NE 

HAWKEYE 

THALAMUS 

5 

19 

BATTLESHIPS 

ENCORE 

6 

2 

EUROPEAN FIVE-A-SIDE 

FIREBIRD 

7 

6 

FRANK BRUNO’S BOXING 

ENCORE 

8 

7 

RALLY DRIVER 

ALTERNATIVE 

9 

4 

AIR WOLF 

ENCORE 

10 

14 

STUNT BIKE SIMULATOR 

FIREBIRD 

11 

3 

ACE 

CASCADE 

12 

NE 

ROAD BLASTERS 

US-GOLD 

13 

9 

STEVE DAVIS SNOOKER 

' BLUE RIBBON 

14 

16 

ROCKY HORROR SHOW 

ALTERNATIVE 

15 

NE 

NINJA SCOOTER SIMULATOR 

FIREBIRD 

16 

9 

YOGI BEAR 

ALTERNATIVE 

17 

NE 

WE ARE THE CHAMPIONS 

OCEAN 

18 

10 

SAMANTHA FOX STRIP POKER REACTOR 

19 

13 

GHOSTBUSTERS 

MASTERTRONIC 

20 

NE 

EMPIRE STRIKES BACK 

DOMARK 



REVIEWERS CHOICE 

What we’re playing this month 

THE ED: Microsoccer (64), Zynaps 
(Amiga), Toobin’ (coin-op). 

STEVE JARRATT: Armalyte (64), 
Microsoccer (64), Star glider II (Amiga). 
NICK KELLY: Tracers (Amiga), Cabal 
(Arcades) , Toobin’ (Arcades). 

GARY WHITTA: Rocket Ranger 
(Amiga), Virus (Amiga). 


o 

















































CHARTS 


OPERATION WOLF 


5 NE SHINOBI 



READERS COIN-OP CHART 


Double Dragon stays on top off 
the heap, but Operation Wolf 
climbs two places as the Uziful 
blast ’em up gets played by more 
and more folks around the coun¬ 
try. And just coming into the top 
five is Sega’s Shinobi, now 
signed for conversion by FIL. 
Keep those top fives coming to 
Readers Coin-op Chart, CU, 
Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 


CHART CHAT 

'Ere we go, 'ere we go, as 
they say, and with the start 
of the footie season loom¬ 
ing the 64 top 20 is headed 
by a brace of budget soccer 
games. And while times 
still look pretty tough for 
full price, we can’t see any¬ 
thing keeping our cover 
star game this month out of 
the charts next month. On 
the other hand, the Amiga 
chart remains volatile, with 
Carrier Command going 
straight into pole position 
and another six newies in 
the top ten. And seven 
newies in the adventure 
charts too! Must be the 
time of year ... 


AMIGA CHART 

TM 

LM 


1 

NE CARRIER COMMAND 

RAINBIRD 

2 

1 INTERCEPTOR 

ELECTRONIC ARTS 

3 

NE ALIEN SYNDROME 

ACE 

4 

9 IKARI WARRIORS 

ELITE 

5 

6 BLACK LAMP 

FIREBIRD 

6 

NE BIONIC COMMANDOS 

CAPCOM/GO! 

7 

NE EMPIRE STRIKES BACK 

DOMARK 

8 

NE GREAT GIANA SISTERS 

RAINBOW ARTS 

9 

NE FERRARI FORMULA 1 

ELECTRONIC ARTS 

10 

NE STREET FIGHTER 

CAPCOM/GO! 


TEN LETTERS WE’RE 
GLAD THE STRIKE 
DELAYED 

1. Tony Dillon’s ‘Sex Dwarves 
From Phi Beta Three’ play- 
by-mail instalment. 

2. Nick Kelly’s telephone bill. 

3. Mike Pattenden’s RSPCA 
newsletter. 

4. Nigel Taylor’s slam-dancing 
correspondence course. 

5. Eugene Lacey’s free year’s 
supply of Winalot. 

6. Steve Jarratt’s clinic test re¬ 
sults. 

7. AH those perfumed Y-fronts 
you keep sending us. 

8. Gary Penn’s ransom note 
(with ear enclosed). 

9. Our hate mail. 

10. Gary Williams’ Weight- 
Watchers Monthly Maga¬ 
zine. 








































Bund! 


Bundle 


m 


1 Buy 


a 


The Ultimate in 
Games Packs 


All our Amiga machines contain the following standard features 

• LEATHERNECK • INTERCEPTOR • 4096 COLOURS 

• MULTI-TASKING • BUILT IN SPEECH SYNTHESIS 

• MOUSE • TWO MANUALS • OPERATION SYSTEM DISKS 


AS WELL AS AN AMIGA A500 OUR 
GREAT GAMES PACK ALSO INCLUDES 
THE FOLLOWING ABSOLUTELY FREE! 

• Wizball • Starglider #Goldrunner • Karate Kid II 

• Deluxe Paint • T.V. Modulator • Mouse Mat 

• 10 Public Domain Disks • Amiga Tutorial Disk 


WORTH MORE THAN £175! 


IPACK 2 


The Ultimate Games Pack 
with Colour Monitor 


IMISCELLANEOUS 


AFFORDABLE 
AMIGA! 


"HARWOODS 


HOMBRE" 


Always hits the 


mark on quality 


GAMES Eh MONITOR PACK 

AMIGA A500 (Pack 1) supplied with 

CBM 1084 COLOUR MONITOR 

(Please note, this pack does not include a Modulator) 



MONITOR MADNESS! 


599 


| RACK 3 


Business Made 
Better - In One 


AMIGA BUSINESS PACK 


AMIGA A500 plus.... 

• COMMODORE 1084 COLOUR MONITOR 

• CITIZEN/COMMODORE 120D PRINTER 

• "THE WORKS" INTEGRATED BUSINESS 
PACKAGE WITH COMBINED WORD 
PROCESSING-SPREADSHEET-AND 
DATABASE 

• "TRANSFORMER" PC EMULATION 
PROGRAMME 



BUSINESS BONANZA! 

749 


Connects to AMIGA and 
others, with our FREE lead. 

• Stand Available • Tilting Facility 

• Philips monitor has green screen switch 
and stereo sound 

COMMODORE 1084 MONITOR £229 A. 
PHILIPS CM 8833 MONITOR £269 I 


CITIZEN/COMMODORE 120D 
PRINTER 

£149 

OKIMATE 2Q COLOUR 
PRINTER 

£149.95 

1 MEG EXTERNAL DRIVE 

£99.95 

10 - 3V 2 " ds/dd BLANK 

• 

DISKS in FREE Plastic Library 

ONLY 

Case with Labels 

£12.95 


Call for quantity discounts 



+ 12-36 Month HP Terms Available 
subject to status, PLEASE ASK FOR 
WRITTEN DETAILS TODAY. 


24HR °St D une 



• FULL 12 MONTH WARRANTY - If any goods 
prove to be faulty within 30 days of purchase they will 
be replaced with A NEW UNIT. For the remainder of 
the Guarantee Period, all warranty repairs will be made 
FREE OF CHARGE!! 

• COLLECTION FACILITY - Any faulty computer or 
monitor will be collected from your home FREE OF 
CHARGE within the Guarantee Period!! 


jORDER/NG Easy 



ORDER BY PHONE - Simply call our 
Hotline using your credit card 



ORDER BY POST 

(Make cheques/PO's payable to Gordon 
Harwood Computers) 



FREE DELIVERY all goods; Next Day 
Courier Delivery add just £5 per item. 


0773 836781 ^ 


Please call and see us where we will be only too pleased to 
demonstrate the amazing Amiga in our showroom. 

Remember, we are not JUST another mail order company. 

AMIGA 2000 with FREE 
1 Meg. Internal Drive - PHONE NOW! 

All prices include VAT & Postage and are correct at time of going 
to press. E. 6t. 0. E. Offers subject to availability. 



fc Ml 
NORTH 


mmm 


Computers 
HIGH STREET 
ALE RETON - 


JCTN 

28 


A38 

DERBY 


Ml \ 
SOUTH 


GORDOn 

HARWOOD 

HARWOOD 

HARWOOD 



69-71 HIGH STREET: ALFRETON 
DERBYSHIRE DE5 7DP 































MEGASAVE FANTASTIC SAVINGS 


APOLLO 18 
APACHE GUNSHIP 
AIRBOURNE RANGER 
ARKANOIDII 
ALIEN SYNDROME 
ARCADE FORCE FOUR 
A.T.F. 

BOOT CAMP 19 
BLOOD BROTHERS 
BLACK LAMP 
BUBBLE BOBBLE 
BUGGY BOY 
BEST OF ELITE 
BASKET MASTER 
BEYOND ICE PALACE 
BIONIC COMMANDOS 
BLACK TIGER 


D1 7.25 
D5 9.95 
D5 9.95 
D2 6.25 
D3 6.45 
D4 6.45 
D2 6.45 
D3 6.45 
D3 6.45 
D2 6.25 
D3 6.25 
D3 6.45 
D5 10.95 
6.25 
D4 6.45 
D4 6.45 
D4 6.45 


BEARDSLEY EURO FOOTB D3 6.45 


BARD'S TALE 
BARBARIAN II 
CHUCK YEARERSATF 
CYBERNOID 
COMBAT SCHOOL 
CALIFORNIA GAMES 
CHAMPIONS 
CHUBBY GRISTLE 
CORRUPTION DISC 
DIAMOND 
DREAM WARRIOR 
DARK SIDE 
DESOLATE 

DEFENDER OF CROWN 
DAN DARE II 
ECHELON 

EMPIRE STRIKES BACK 
FOOTBALL MANAGER II 
FLYING SHARK 
FOOTBALL DIRECTOR 
FIREFLY 
FLINTSTONES 
FIRE & FORGET 
GARFIELD 
GRYZOR 
GAUNTLET II 
GAME SET AND MATCH 
GUILD OF THIEVES DISC 
G.LINEKER’S SOCCER 
G.LINEKER'S SKILLS 
GRT. GIANA SISTERS 
HERCULES SLAYER 
HAWKEYE 
HOPPING MAD 
HOTSHOTS 
HEROES OF LANCE 
IMPOSS. MISSION II 
INTER. KARATE PLUS 
INTRIGUE DISC 
IKARI WARRIORS 
JINXTER DISC 
KARNOV 

KONAMIS ARCADE COL. 
LIVE AMMO 
LAST NINJA II 
LASER SQUAD 
LOCK ON 
MAGNETRON 


7.25 
D2 6.45 
D5 7.25 
D3 6.45 
D2 6.25 
D3 6.45 
D3 6.45 
D3 6.45 

10.75 
D2 6.45 
D4 6.45 
D2 6.45 
D3 6.45 
D5 8.95 
D2 6.25 
D4 6.45 
D3 7.25 
D3 6.45 
D2 6.25 

6.25 
D2 6.25 
D3 5.95 
D3 6.45 
D3 6.45 
D2 6.25 
D4 6.45 
D5 8.95 

15.95 
D2 6.45 
D3 6.45 
D3 6.45 
D3 6.45 
D2 6.45 
D4 6.45 
D2 6.45 
D1 6.75 
D3 6.45 
D3 6.45 

8.95 
D4 6.45 

13.95 
D3 6.45 
D3 6.75 
D3 6.45 
D3 8.75 

6.45 
D3 6.45 
D3 6.25 


COMMODORE 

MINDFIGHTER 
MICKEY MOUSE 
MINI OFFICE II 
MATCH DAY II 
MORPHEUS 
MARAUDER 
NORTH STAR 
NIGEL MANSELL PRIX 
NIMITZ 

NIGHT RAIDER 
NETHERWORLD D2 

OUTRUN D4 

OVERLANDER D4 

OOP'S D2 

PREDATOR D3 

PAC-LAND D3 

POWER AT SEA D1 

PLATOON D3 

PIRATES D5 

PHM PEGASUS D5 

PINK PANTHER D2 

PANDORA D2 

PATTON V ROMMEL DISC 
PSYCHO PIG UXB D2 

PRESIDENT MISSING DISC 
POOL OF RADIANCE D1 

PAR 4 D1 

ROLLING THUNDER D4 

ROY OF THE ROVERS D3 
RASTANSAGA D2 

ROAD BLASTERS D3 

RED STORM RISING 


D2 


SUPER HANG-ON 
STAR FLEET DISC 
STRIKE FLEET DISC 
STEALTH FIGHTER D5 

SHOOT EM UP CON SET D5 

SOLID GOLD D3 

STAR WARS D3 

SALAMANDER 

SIDEARMS D4 

SKATE OR DIE D1 

SINBAD FALCON DISC ONLY 
SAMURAI WARRIOR D3 

SKATE CRAZY D3 

STREET FIGHTER D3 

SUMMER OLYMPIAD 88 D3 

STREET SOCCER D3 

SARGON III DISC 
THE TRAIN D1 

TOP 10 (ELITE COL) D3 

THE PAWN DISC 
THE DOUBLE 

THREE STOOGES DISC ONLY 
TRACK SUIT MANAGER 
THE GAMES (WINTER) D3 

THE MAGNIFICENT 7 D5 

THUNDER CATS D3 

THE FURY D3 

TEST DRIVE D1 

TARGET RENEGADE 
T-WRECKS D3 

TYPHOON D2 

VENOM STRIKES BACK 
VIXEN 
VIRUS 


D2 


10.95 
6.45 

12.95 

6.25 
9.95 
6.45 
6.45 

7.25 
6.45 
6.45 
6.45 
6.45 
6.45 
6.45 

6.25 
6.45 

7.25 
6.45 
9.95 

7.25 
6.45 
6.45 

11.95 

6.25 

10.95 
6.75 
9.95 
6.45 
6.45 

6.25 
6.45 

10.95 

6.45 

10.95 

10.95 
9.95 

9.95 
6.45 
6.45 

5.95 
6.45 

7.25 

9.95 

6.25 
6.45 

6.95 
6.45 
6.45 

12.95 

7.25 

6.95 
15.50 

7.95 

9.95 

6.95 
6.45 
6.45 
6.45 
6.45 

7.25 

6.25 
6.45 
6.45 
6.45 
6.45 
6.25 


COMMODORE 

WLD.CL.LEADERBOARD 
WINTER OLYMPIAD 88 
WHIRLIGIG 
6 HIT PAK VOL 2or3 
720° 

4TH & INCHES 
4 HITS (HEWSON) 


D1 6.45 
6.45 
D2 6.45 
D3 6.45 
D4 6.45 
D3 6.45 
D3 6.45 


ALIEN SYNDROME 
BARBARIAN II 
BIONIC COMMANDOS 
BEARDSLEY EURO FOOTB. 
BUGGY BOY 
BOMB JACK 
BEYOND ICE PALACE 
BLACKLAMP 

BETTER DEAD THAN ALIEN 
BIRDIE 

CARRIER COMMAND 

CAPTAIN BLOOD 

COMBAT SCHOOL 

CORRUPTION 

CHUBBY GRISTLE 

DEFENDER OF THE CROWN 

EMPIRE STRIKES BACK 

FERRARI FORMULA 1 

FIREPOWER 

FOUNDATION'S WASTE 

FOOTBALL MANAGER II 

FIRE & FORGET 

GUILD OF THIEVES 

GARFIELD 

GARRISON II 

GRT. GIANA SISTERS 

HOTSHOTS 

HEROES OF LANCE 

IKARI WARRIORS 

INTERCEPTOR 

LEADERBOARD 

LEGEND OF SWORD 

LEATHERNECK 

MINDFIGHTER 

NIGHT RAIDER 

OBLITERATOR 

OLYMPIC CHALLENGE D.T. 

OOP'S 

PACLAND 

PAWN 

PANDORA 

POL OF RADIANCE 

QUADRALIEN 

ROLLING THUNDER 

ROAD BLASTERS 

STAR GLIDER II 

SIDEWINDER 

STIR CRAZY 

STREET FIGHTER 

SPACE HARRIER 

SUMMER OLYMPIAD 

TEST DRIVE 

THUNDERCATS 

VIRUS 

WHIRLIGIG 

XENON 

ZOOM 

ZYNAPS 


12.95 

12.75 

15.75 

12.95 

12.75 

15.75 

15.75 

12.75 

12.75 

15.75 
15.75 
15.75 
15.75 

15.75 

12.75 

19.75 

12.75 

16.75 

12.75 

15.75 

12.75 

15.75 

15.75 

12.75 

15.75 

15.75 

12.75 

15.95 

15.95 

17.75 

15.76 
12.75 

12.75 

15.75 

12.95 
15.75 

15.75 

12.75 

12.75 

15.75 

12.75 

15.95 

12.75 

15.75 
15.75 
15.75 

6.75 

12.95 
15.75 

15.75 

12.75 

17.75 

15.95 

12.75 
12.75 
12.75 
12.75 
12.75 


Mail Order Only. Postage included Great Britain. EEC add 75n per item. Overseas add £1.50 per item. 
Fast service, send cheque/PO to: Megasave, Oept CU, 49H Sutherland Street, Victoria, London SW1 V4JX 



WIN WITH 

COURSEMASTER 

THE COMPUTER HORSERACING PROGRAMME 

★ RATES ANY RACE IN SECONDS - ANY DAILY NEWSPAPER IS ALL YOU NEED 

★ NEVER out of date—Both N. Hunt and Flat—Fast data entiy 

★ AMAZING ACCURACY!!—Now you OLVBEAT THE BOOKIE!! 

★ Works on the simple principle that FAST HORSES BEAT SLOW ONES\\\ 

★ Clearly identifies best selection in every race plus these AMAZING Features:— 

★ First, Second and Third choice shown for forecasts and Tricasts etc. 

Recommends most suitable type of bet. 

★ Actually works out your WINNINGS on most popular bets including SINGLES and DOUBLES, win and 
each way, PATENTS, YANKEES, CANADIANS, HEINZ etc. 

Good EACH WAY and LONG ODDS bets clearly shown 

★ Will PRINT out your BETTING SLIP for you 

★ Maintains a RANK ACCOUNT-BET Like PROFESSIONALS Do! 

Records all your bets in any number of accounts. Keep a complete record of your betting or compare 
COURSEMASTER against your favourite tipster. 

★ PLUS!! - THE AMAZING COURSEMASTER SYSTEM. This superb betting system is included in the 
programme. A system which regularly produces huge wins from small stakes. Tty it! Can pay for itself 
many times over on the first day! 

★ Supplied with 20 page BETTING GUIDE and MANUAL. 

FREE HOT TIP OF THE MONTH TO EVERY PURCHASER 
AD for £14.95 inc Post + packing (Disc Users please add £2.00 for disc) 

Available now for aU Spectrums (inc +3 disc version), Commodore 64/128 Sinclair QL, (add £1.00 for 
mdrive), Amstrad CPC, AD PCW's, BBC and Electron, IBM/PC compatibles. Please state which. 


L PROFIT FROM VOUR MICRO 


# WHATEVER your MICRO is you can use it to make a good income! 
Even if you only have a couple of hours spare each week! 

• We have put together a package of easy, sensible and practical business 
ideas which can easily be used by anyone with any micro. 

No computer expertise required!! 

• Earn ££'s from home doing what you enjoy doing—using your 
COMPUTER! It doesn't matter which model. 

• You probably already have all you need to start earning. 

• THOUSANDS of potential customers in your area who will GLADLY for 
your services. We will show you how to find them! 

Full step by step guide to EARNING MONEY FROM YOUR MICRO. 
FREE BUSINESS IDEAS CASSETTE TAPE WITH EVERY COPY 
£12.95 inc p&p 

SPECIAL OFFER:— Buy both of the above—discount £2.00. 

INTRASET Ltd. DEPT (CU) FREEPOST 

(No stamp needed) 6 Gilderdale Close, Gorse Covert, Birchwood, Warrington, 
Cheshire, WA3 2BR. 

(Large SAE for further details) 



W e welcome complaints from the 
public about advertisements in 
the press, on posters and in the cinema. 
It helps us keep advertising standards 
high. But we also monitor a considerable 
amount of advertising, and take the 
necessaiy action ourselves. 

If you’d like to know more about our 
work, and receive a copy of the rules, 
please write. 

The Advertising Standards Authority. / 
We’re here to put it right.\f 

ASA Ltd., Dept. X, Brook House, Torrington Place, London WC1E 7HN. 
This space is donated in the interests of high standards of advertising. 


















I n what has to be the most 
unusual pairing of the year, 
Microprose has teamed up with 
Sensible Software (Cuddly Crix and 
Jovial Jops) in order to bring you 
Microsoccer— a footballing 
simulation which provides both 
indoor and outdoor soccer action. 

There are two versions of the 
sport included in the package, both 
of which are loaded seperately. A 
standard eleven-a-side game is 
played over a multidirectionally 
scrolling grass field, while an 
American Rules six-a-side game 
takes place on a smaller indoor pitch 
which simply scrolls vertically. 

Normal rules apply, with the 
exception of boring things like 
offsides (Should disappoint Spurs 
and Arsenal fans—Ed\, and each 
game can be set between two and 
twelve minutes in length. 

Players may challenge each other 
in a friendly match, or enter into a 
World Cup competition with up to 16 
competitors. This option follows the 
usual World Cup draw, and includes 
29 teams from which to choose your 
preferred nationality. The remaining 
countries are represented by the 
computer when drawn against 
human players, and each team is 
graded in difficulty with Brazil being 
the team to beat. Well it wouldn't be 
England would it? This also acts as a 


skill level selection, since it's easier 
to win playing as Italy, for example, 
than it is when representing New 
Zealand. 

There's also plenty of scope for 
the solo player, though, who can 
enter the World Cup on his own, or 
take part in the Sensisoft 
International challenge. This is a 
table of 16 teams who are played in 
succession and are increasingly 
more difficult to beat. If you win, you 
go up the table—if you lose, you go 
down. The ultimate aim is therefore 
to beat the top team, Brazil. 

Programs in both leagues can be 
saved to tape or disk, allowing major 


competitions to continue over 
several days' play. 

The On-field control method is 
similar to most games of this sort, 
and is more or less identical for both 
the indoor and outdoor versions. 
Although the whole team is 
represented on the pitch, only one 
player comes under your direct 
control at a time—normally the one 
closest to the ball. The player 
constantly dribbles the ball while in 
possession, and only kicks it once 
the fire button is pressed. The 
strength of the shot is determined 
by the length of time that the button 
is depressed, and the style of shot is 


selected by the position of the 
joystick. You have several shots at 
your disposal: lobs, volleys, banana 
shots (which can be set at low, 
medium and high), and an overhead 
back-kick, Pele style. 

When the opposition have 
possession of the ball and approach 
near the goal area, control switches 
to that of the goalie, signified by a 
buzzer sounding. The goalie is 
moved as normal, but on pressing 
the fire button, he dives left, right or 
upwards as required. 

Tackling is accomplished by 
running into the opposing player 
and pressing fire. The player then 
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# Screen Scene 




I don’t know but I've been told, CU's mags are made of gold. 


% 



Pick a team, any team. 



attempts a sliding tackle and either 
puts the boot in Norman Whiteside 
style and gains the ball, or goes 
whizzing past. This is especially 
tricky when the rain starts falling 


(accompanied by thunderclaps and 
lightning flashes) since the tackling 
player can go spinning around the 
field if his attack is mis-timed. 

Control of your player is quite 
tricky at first but it doesn't take too 
long to get to grips with. However, 
becoming proficient enough to 
thrash the computer controlled 
foreigners should take some time. 

Microsoccer is also great to look 
at: the graphics are extremely clear 
and the animation on the players 
effective. There are plenty of nice 
touches throughout such as the rain 
falling on the pitch, and the amazing 
action replay; whenever a goal is 
scored, it's followed by an accurate 
replay, complete with VTR rewind 
and noise bars! 

The game manages to cover all 
aspects of the sport, including 
corners, goal kicks cind throw-ins, 
plus penalty shots and out-of- 
bounds shots for the six-a-side 
version, but combines fast arcade 
style action in what must be the 
most complete, if not the best 
football simulation on the 64. One- 
nil to the Sensible boys. 

Steve Jarratt 



o 
















































































t 






Win 2 Se a son Tic kets 
plus a ball signed by 


THE ENGLAND SQUAD 


One CU! There’s only one CU! One 
seeyewwww! Yep we’ve lined up another 
corkin’ dead ball CU set-piece of a compo. 

First prize is two season tickets for the 
team of your choice be it Wigan or 
Liverpool. Second prize is a football signed 
by the entire England squad which played 
Denmark. Finally 25 runners-up will receive 
copies of the game. 

So what do you have to do to pick that little lot out 
of CU’s collective onion bag? Well we were 
originally going to do a spot the ball competition, 
but Nick Kelly forgot his kit so instead we thought 
up a few traditional CU questions. 

1) What’s the name of the incredible piscine goalie 
in Viz comic? 

2) Who won the Golden Boot at the European 
Championships? 

3) What was the name of the dog which found the 
’lost’ World Cup in 1966? 

4) Which US soccer team did Pele play for? 

5) What’s the only English team that plays in the 
Scottish League? 


And just for a change we’ll have a tiebreaker: Just 
say, yeah it’s a bit of a flyer this one, but just say 
England flop against Sweden and — bear with us— 
Robson gets sacked. Who would you appoint as the 
new manager? Stupid we know but give it a go... 


Answers on a hoolivan to 
Commodore User, 30-32 
Farringdon Lane, London 
EC1R 3AU before October 
14. The Ed’s already got a 
season ticket for West 
Ham (anybody want it? MP) 
so he can’t enter, but no¬ 
body else connected with 
EMAP or the magazine 
should do either, cos we’ll 
get well miffed if we find 
out. 


































The all new range of 
Commodore Diskettes 

Don't risk losing your valuable data. 

The superb quality offered by 
Commodore Diskettes ensures 
perfect data storage, time after time 
at a price you can afford. 


Available now from your local computer dealer 



■ ■ 

C Z Commodore 

The Original Diskette - Higher Quality, Lower Price 


• Trade enquiries only to SJB Disks Ltd., the officially appointed sole U.K. distributor. . 
















DIMENSION 

computers l.t.d. 


27/29 High Street 
Leicester LEI 4FP 
Tel: (0533) 
517479/21874 

THE MIDLAND’S LARGEST COMPUTER STORE 


CANON PJ1080A COLOUR INK JET 

* Virtually silent operation 

* Seven colourtext and high resolution colour graphics 
printing (640 dots per line) 

* Uses plain, single sheet or roll paper 

* Supplied with AMIGA printer driver 

software . £499.95 


AMIGA RANGE 


AMIGA A2000 PACK OFFER 

Amiga A20001Mb with Mouse, Workbench, Workbench 
Extras, GW Basic and 20Mb A2090/2092 Hard Disc 

With 1081/1084 Monitor . £1379.00 +VAT 

Without Monitor . £1169.00 +VAT 


AMIGA A500 with PHILIPS 8833 HIGH RES COLOUR 
MONITOR with STEREO SOUND OUTPUT, Mouse, 
Workbench, Basic, plus DPAINT Software . £629.00 


AMIGA BUSINESS PACK 

* Amiga A500 computer 

* 1084 high resolution colour monitor 

* Citizen 120D printer 

* Monitor and printer cables 

* The works-integrated spreadsheet, wordprocessor and 
database 

* Transformer-PC Emulator . £779.00 


AMIGA A500 PACK 1 


with Mouse, Workbench, Basic, DPAINT, TV Modulator, 

40 Disc Storage Box, Dust Cover and 

10 Games/Utility Discs . 

. £415.00 


AMIGA A500 with COMMODORE 1084 HIGH RES COLOUR 

MONITOR Mouse, Workbench, Basic, plus 

DPAINT Software . £599.00 


AMIGA A500 PACK 2 

with Mouse, Workbench, Basic and 
DPAINT Software . 


£379.00 


STAR LC10 COLOUR DOT MATRIX 

# 120 cps Draft, 30 cps NLQ 

* 6 Resident Fonts and 6 Print Pitches 

* Draft and NLQ in all Fonts and Colours 

# 7 Colours plus Multiple Shade Graphics 

Includes AMIGA Printer Lead . 


£229.95 


302C1 Mb A500 3.5" External Drive . £99.95 

Cumana 1Mb 3.5" External Drive . £109.95 

Internal A2000 2nd Drive . £79.95 

Amiga Midi Interface . £34.95 

Digiview Colour Digitiser . £139.95 

Supra 20Mb A500 Hard Disc including 

Diskmaster Software . £649.00 

PAL genlock A500/A2000 . £219.95 

2Mb Internal RAM Expansion . £449.00 

A500 512K RAM Upgrade . £109.95 

Future Sound Digitiser, including 

microphone . £169.95 

Perfect Sound Digitiser, with stereo recording 

facility . £74.95 

Audiomaster Sampling Software . £39.95 

Prowrite V2 Wordprocessor . £79.95 


COMMODORE 1084 COLOUR MONITOR 

High RES, Non Reflective Screen . 


£229.00 


THE WORKS 

Spreadsheet, Wordprocessor and Database . £69.95 

PHILIPS 8833 COLOUR MONITOR . £259.00 


PIXMATE 

TOTAL IMAGE PROCESSING SYSTEM 
Manipulates images produced by most Amiga graphics 
packages, including DPAINT. 

With over 3000 special effects . £44.95 


DIGIPIC 

REALTIME VIDEO DIGITISER 
Captures images at 1 /50th of a second from video source. 
Powerful software allows modification of images plus 
export to DPAINT and many other programs .... £239.95 


Express Paint . £39.95 

Pageflipper Animator . £22.95 

Introcad CAD System . £39.95 

Marauder 2 (back-up utility) . £29.95 

Diskmaster (File Manager) . £39.95 

Grabitt (Screen Dumper) . £21.95 

Digipaint . £59.95 

Photon Paint . £69.95 


Aegis Draw-Plus . 

Aegis Animator/Images .... 

Aegis Images . 

Aegis Impact . 

Aegis Sonix . 

Aegis Audiomaster . 

PUBLISHER PLUS 
Desktop Publishing Package 


£149.50 
£84.95 
£23.50 
£51.95 
£46.95 
. £35.95 

£79.95 


PRINTLINK 


Allows AMIGA to use CBM Serial or Standard Centronics 

Printers, with the Bonus of a 60K Buffer. 


CBM Serial only . 

£34.95 

CBM Serial plus User Port to Centronics . 

. £44.95 


PRINTER RIBBON OFFER 

MPS 801,802, Citizen 120D and 

Star NL10 Ribbons . 

MPS 803 & MPS 1000 . 

DPS 1101 Multi Strike . 

BUY FOUR AND GET ONE FREE! 


£5.95 

£4.95 

£3.50 


THE NEW STAR LC10 DOT MATRIX PRINTER 

* 120 cps Draft 30 cps NLQ 

* Friction and Tractor Feed 

* Paper Parking Facility 

* 6 Resident Fonts and 6 Different Print Pitches 
Selectable from Front Mode Select Panel 

Commodore Serial or Centronics . £199.95 

Commodore 64/128 Colour Version ............ £229.95 

Including FREE GEOS worth £26.95 with CBM version 


1541C DISC DRIVE . . £169.95 

OCEANIC OC118N . £129.95 

Commodore Compatible Disc Drive 
Both include GEOS, plus either: 

Software Pack A 

6 Disc Adventure Games plus 5 Disc Arcade Games 

Software Pack B 

Easyfile Database, and Future Finance Planning Package 


REMARKABLE COMMODORE PCI OFFER 

Unbeatably priced PC/XT compatible, including extremely 
compact base unit, detachable keyboard and monitor. 
Compatible with all major PC/XT software, the PCI now 
represents the lowest price for specification PC compatible 
intheUK. 

* 8088/4.77MHz Processor 

* 512K RAM 

* Serial and Parallel Ports 

* MSDOS 3.2 and GW Basic included 

For a limited period, the PCI also includes ABLE ONE 
Integrated Spreadsheet, Wordprocessor and Database 
package (usual price £113.00) 

PCI with Mono Monitor . £299.99 +VAT 

PCI with CGA Colour Monitor . £449.00 +VAT 

PCI Package without Monitor. 

Compatible with CBM 1084 and most 

CGA/Hercules monitors . £269.00 +VAT 


CITIZEN 120D DOT MATRIX PRINTER 

Commodore version 

(with 64/128 Printer Lead) . 

Centronics version 

(with AMIGA Printer Lead) . 

Commodore 1901 Colour Monitor . 

Philips 64/128 Green Screen Monitor . 

MPS 1200P Dot Matrix Printer, Centronics .. 
MPS 1500C 7 Colour Dot Matrix, Centronics 
1581 3?" Disc Drive including 10 x 31" Discs . 


SUPERG 

CBM to Centronics Printer Interface . £34.95 

FINAL CARTRIDGE 3 £39.95 

MPS 803 TRACTOR FEED UNIT £29.95 

CBM 64/128 MUSIC EXPANSION SYSTEM 

Including Keyboard, Synthesiser and Software . £75.00 

COMPOSER/EDITOR SOFTWARE 

For Music Expansion System, Tape or Disc . £24.95 

ACTION REPLAY Mk IV PRO 

Tape to Disc Back-up Cartridge . £32.95 

NEOS MOUSE 

With CHEESE Software, Tape or Disc . £24.95 

COMMODORE C2N DATA RECORDER £29.95 ____ 

PERSONAL CALLERS AND EXPORT ENQUIRIES WELCOME \\ett\ 

ALL OFFERS STRICTLY SUBJECT TO AVAILABILITY 
ALL PRICES SUBJECT TO CHANGE WITHOUT NOTICE 

ALL PRICES INCLUDE VAT UNLESS OTHERWISE STATED 

To order, either send cheque/P.O. with coupon or ring (0533) 517479/21874 with 

Access/Barclaycard number. Please allow 7 working days for delivery from receipt of order or ., 

cheque clearance. 

Please add £1.00 towards carriage and packing on any software order. Name . 

Hardware orders add £1.00 under £65.00 value, and £5.00 over £65.00 value. 

Printer ordefs add £5.00 towards carriage. Address. 

Send to: Dept. No. CU 10, Dimension Computers Ltd., 

27/29 High Street, Leicester LEI 4FP. _ 

Tel: (0533) 517479/21874 Fax: (0533) 511638 Telephone:. 


£159.95 

£159.95 

£219.95 

£89.95 

£219.95 

£339.95 

£199.95 


PRECISION 

Superscript 64 . £24.95 

Superbase 64 . £24.95 

Superscript 64 

& Superbase 64 . £44.95 

Superscript 128 . £29.95 

Superbase 128 . £29.95 

Superscript 128 

& Superbase 128 . £54.95 

Superbase, The Book . £11.95 

GEOS Version 1.3 

CBM 64/128 Operating System 

including: Desktop, Geowrite, Geopaint, and Desk Accessories, 
Disc / 

CBM64 . £26-95 

CBM128 . £34.95 

GEODEX/DESKPACK 

Combined Database with powerful Mailmerge function. 

Also contains Artgrabber Graphic Images, Calendar and 
Icon Editor . £21.95 

GEOCALC Spreadsheet £24.95 

GEOCALC 128 £34.95 

GEOPUBLISH Desktop Publisher . £34.95 

WRITERS WORKSHOP £2195 

WRITERS WORKSHOP 128 £34.95 

FONT PACK 1 . £16.95 

GEOFILE Database . £24.95 

GEOFILE 128 £34.95 

GEOSPELL Spellcheker . £16.95 

I CONTROLLER* 

Geos-compatible Joystick. Fits onto keyboard . £12.95 

* FREE OF CHARGE WITH PURCHASES OF TWO OR MORE 
GEOS PACKAGES 

CBM 64/128 and PLUS 4 COMPANIES PACK 

Sales/Purchase/Nominal Ledgers with Invoicing and 

Stock Control, Disc . £24.95 

. 1 


Quantity 


Total 


Price 






























































































































































# Screen Scene 



Chicken in the basket. 


Foxx off. 


64/128 
Image Works 
Price: 

£9.99 cass 
£12.99 disk 


O scar Wilde called fox 

hunting "the unspeakable 
in pursuit of the uneatable" 
and if, like me, you agree then Foxx 
Fights Back might gladden you a 
little. It's a game that should appeal 


Foxx 

Fights 


to all those people who would like to 
give clubs to seals and peopleskin 
coats to mink and leopards. It's also 
a lot of fun. 

In FFB we follow the routine life of 
Mr Foxx a member of the vulpine 
race who has to take all kinds of stick 
above ground from the local wildlife 
and below ground from his 
demanding vixstress. FFB gains full 
marks for animal rights cred but falls 
down a little on its sexism. No 
matter for Mr Foxx has had just 
about enough. His four-legged 
spouse sends him out for some food 
and he's attacked by bomb throwing 
squirrels, beagles on bikes 
(shouldn't they be smoking 
cigarettes somewhere?) and rock 
throwing badgers (who should 
know better). So ignoring the 
firearms amnesty he turns the tables 
on the whole miserable lot by 
blowing away anything that hinders 
his foraging. 

That I suppose boils it down to a 
collectable shoot 'em up, but 
Mediagenic can relax because it 
looks nothing like R-Type. The 
screen scrolls left and right and Mr F 
can jump and run through its 
various stages looking for tasty 
bunnies below ground or chickens 
sitting waiting to be eaten in their 
coop. There are collectable items in 
the shape of apples, pies and 
sausages which you take back to the 
wife. Both kinds restore stamina to a 
flagging fox. 

Weapons can be picked up in the 
shape of shotguns and grenades to 
make fighting off the malicious 
wildlife a bit easier and an extra life 
can be obtained by finding a 
huntsmen's horn. Dying sends you 
back to the beginning of that 
particular section of what is a pretty 
large playing area. 

FFB is fun to play and pretty good 
to look at too. It's a Denton Designs 
game surprisingly and although it 
doesn't have the kind of depth of 
many of their efforts, it's by no 
means a bimbo program. The 
graphics are colourful and cute, 
whilst Mr Foxx leaps and bounds in 
smoothly executed animation. 

Sound too is excellent with some 
good effects and some jolly classical 
renditions. 

All in all it's a polished game but it 
just lacks that certain something to 
warm the heart of a real hunt 
saboteur. 

Mike Pattenden 



FOXX FIGHTS BACK 


Video 

Audio 

Toughness 
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TASWORD 64 

THE WORD PROCESSOR 


TAS-SIGN 64 

THE SIGN MAKER 


With 80 characters per line on the screen! 


5. H. 

11 Hi Land C*>urt 
LHt 6L 


29th 3e«Mb«T IhsS 


John Day 
u Ua*^uar-i 
TaniKKk 

mss*. m :rt 


Dear John, 

%ank3o« for wur letter of lZtj, OeceMber mftceriiaj ;ur trip r rt France in the 
lew icar* I ^h • nk ^at <our surest loa of our fi.ainj nut toother frw 
J'rM^njhdH i; a jo<»a ..4M. It‘: nu9h':< f sc .-a« .I'itgnce for each of ys to 
and *f there are an* Tujht 'ie'asi *«e can at (east finai«i« sm of the 
teta*b* over a coffee. 

„et‘; «eet at the ^eck in desk at about •f.UMp.n, If lane fifths that ^ . an jet 
the tj»e off Mork then please 'et *e know ;traijht ana* and I'M twok another 
seat on the fu$ht. 

I hope you don 't *ij»d ne remiuhnj sou to Make ;ure that imu i.aue ,iour passport 
khen *ou jeaue home! He don t read* want a repeat ■■+' the Last t.je_ nhen the 


y/ Tasword is a pretty unique product. It's 80-column display is 
well readable and backed up by a well thought out program that 
really can hold its own in professional use." Commodore User 


T A 

SWORD 64 

.HELP PAGE 


CURSOR 

CONTROL 

at 

start of text 

a* end of text 

at 

start of line 

a] end of line 

f i 

scrol1 up 

f 7 scroll down 

af i 

fast sc ro11 up 

af7 fast scroll down 

a< 

word left 

aJ word right 

HOME 

top of display 

aO 40 80 coiuhps 


FORMATTING 

COMMANDS 

ao 

wove text left 

aE wove text right 

aw 

centre line 

aU hard justify 

aK 

justif y line 

aL unjustify line 

aJ 

justify para 



SWITCHES 

aP 

paging on/off 

aH insert on/off 

aG 

wordwrap on/off 

aF Justify on/off 


TEXT FILE 

COMMANDS 

aRETURN for save 1oad/werge/pr 1 nt/c1 ear 

a = 

CTRL f3 for wore help ▼ = SHIFT 

Press RETURN to get back to text file 


TASWORD the highly acclaimed word processor is available for the 
Commodore 64. Eighty characters per line on the screen is just one of 
the features of this versatile program. With an eighty character display 
you know that what you see is what you are going to get when you 
print your text. No text reformatting before printing and no need for 
horizontal scrolling. Your text is printed just as it looks on screen. 
TASWORD 64 comes complete with a quality manual and TASWORD 
64 TUTOR which teaches you word processing using TASWORD 64. 

By combining power and versatility with a remarkable ease of use, 
TASWORD 64 is the complete word processor for the Commodore 64. 


Produce and print your 
own signs, posters, 
banners and large 
notices to get 
your message 111. 
across with 
maximum 
impact. 



• A selection of 
distinctive lettering styles 
• Characters at any height from one inch 
to the full width of the paper • Italic printing 

• Underlining • Constant or proportional letter 
spacing • Automatic kerning • Line centering 

• Eight shading patterns • Print either across the 
paper or along the length of the paper to produce 
iarge eye-catching banners and notices • Print a 
border around the sign in one of the optional shading 
patterns • A range of options to select print quality. 
Please note: TAS-SIGN 64 is supplied on, and only 
runs on, disc. 


Tas-sign drives nearly all dot-matrix printers including those made by. 


Admate 

Canon 

Kaga-Taxan 

Seikosha 

Amstrad 

Citizen 

Mannesmann Tally 

Shinwa 

Astech 

Commodore 

NEC 

Smith Corona 

Brother 

Datech 

Newbury 

Sord 

C. Itoh 

Epson 

Panasonic 

Star 


TASWORD 64 cassette £24.95 


TASWORD 64 disc £24.95 


kfcHiifc.li] 

I PERFECTION IN PROFESSIONAL SOFTWARE I 


TAS-SIGN 64 disc £24.95 


All prices include VAT and post 
and packaging 


Springfield House, Hyde Terrace, leeds LS2 9LN. Tel: 105321438301 

If you do not want to cut this magazine, simply write out your order and post to: TASMAN SOFTWARE, DEFT CU, SPRINGFIELD HOUSE, HYDE TERRACE, LEEDS LS2 9LN. 


I enclose a cheque/PO made payable to TASMAN Software Ltd OR charge my ACCESS/VISA number:_ 

NAME ____ ITEM 

ADDRESS _ 


Telephone Access/Visa orders: Leeds (0532) 438301 


0 




Outside Europe add £2.00 per item airmail. 


TOTAL 


Expires 

PRICE 

£ _ 

£_ 

£ _ 

£ _ 

£ _ 


Please send me a FREE Tasman brochure describing your products for Commodore 64 Q IBM/Amstrad PC Q Amstrad PCW \^\ Amstrad CPC Q ZX Spectrum+3 Q ZX Spectrum 48K/128K+2 Q DeptCU, 


Overseas: The following distributors of Tasman products maybe contacted for the address of local suppliers. Many products are supplied in translated form. FRANCE & SWITZERLAND Semaphore Logiciel La Plaine CH 1283 Geneva. NOR WAY Kellydata Postboks 192. 1371 Asker 
PORTUGAL Infornova Campo Grande 284 A 1700 Lisbon. NEW ZEALAND Software Supplies PO. Box 865 Christchurch. GERMANY Profisoft Sutthauser Str. 50/52 D 4500 Osnabruck. RSA Spectra Rentals PO. Box 2733 Johannesburg. 

BENELUX Filosoft PO Box 13539701 B Groningen: AUSTRALIA Dolphin Computers Unit 2, 7 Waltham Street Artarmon NSW2064 


































































t Screen Scene 


64/128 

Capcom/US 

Gold 

Price: 

£9.99/cass 
£ 14.99/disk 


7 943, The Battle of Medway is 
Capcom's sequel to the 
successful 7342 coin-op, 
which also appeared on the 64 many 
moons ago. The bright idea behind 
the new version is to retain the 
familiar format but to make a few 
enhancements. In short (and why be 
charitable), they're squeezing more 
juice out of an old lemon. Not that 
1942 was a lemon, the analogy just 
seemed to fit. 

The new version retains a great 
deal of the 1942formula. Yougetthe 
same downward scrolling seascape, 
with you in charge of the now- 
familiar twin-propellered sea-plane. 
It even performs the obligatory loop- 
the-loop immediately after taking off 
from the aircraft carrier. Like the 
original, there's not much in the way 
of strategy. You simply try and blast 
everything that comes down the 
screen at you. 

But the similarities end there. The 
new version sets out to be more of a 
prolonged blast. In 1942 you could 
lose all three lives within minutes 
and get sent back to the very 
beginning—which is slightly more 
annoying than missing Brookside. 

1943 still gives you three lives but 
they don't seem to disappear as 
quickly. Each life is dependent on a 
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1943 


go back to the beginning of that 
level—thankfully not to the 
beginning of the game. As you 
progress up the levels, there are 
more enemy vessels to blast before 
your mission has succeeded. 

Anyway, back to those POW 


because you'll need the right kind of 
weaponry for different situations 
and for blasting different planes and 
vessels. Oh, and by the way, there's 
a welcome two-player option 
thrown in as well. 

1943 is less of a manic blast than 


Battleof Midway 


damage meter at the bottom left of 
the screen. When enemy planes 
bump into you (some of them don't 
even fire) the meter goes down a 
little. At rock bottom, you lose a life. 
Some planes, though, do fire and 
will lose you a life immediately. The 
damage meter can be made to go up 
again by collecting the occasional 
POW symbol that floats down the 
screen. 

Changes have been made on each 


level too. Now you have two phases 
per level to contend with. Firstly, 
you must destroy the attack waves 
of enemy planes before going on to 
the second phase which involves 
inflicting damage on enemy 
shipping as well as their protecting 
waves of planes. 

If you don't manage to knock out 
all the gun turrets on the enemy 
vessels, a "mission unsuccessful" 
message appears on-screen and you 


symbols. In 1942, you could zap 
them by mistake. Not in this version. 
POW symbols change into one of 
four other symbols when hit. Collect 
one of these and you enhance your 
firepower in one of four different 
ways. Shooting at the symbol 
changes into another one. So you 
can choose the weaponry you'll get 
simply by firing until you get the 
right symbol. 

This is tactically important 


its predecessor in the early levels 
and accomplished zappers might 
get bored wading through the 
simple stuff before the real skill 
begins. Apart from that 7343 is well 
up to standard, although I can't help 
feeling this kind of game is well 
passed it. So if you've never done 
that loop the loop, this game's worth 
a try, but try to stifle those yawns if 
you have. 

Bohdan Buciak 
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DEPT C.U.1 
CASTLE HOUSE 
11 NEWCASTLE STREET 
BURSLEM 
STOKE-ON-TRENT 
TEL: 0782 575043 
(10 LINES) 


CASTLE COMPUTERS — OFTEN IMITATED — NEVER BEATEN — PHONE US FOR SPECIAL OFFERS 


★★★★★★★★★★★★★ * 
^Flying Shark.2.99* 

* Black Lamp. 

.2.99: 

JHow to be Complete 

;B.d. 

: 

. 2.993 

♦Action Force. 

.3.50* 

* Knightmare. 

.2.99: 

* 

3 Summer Olympiad.... 3.95 3 

J1943. 

.7.25: 

»Legions of Death. 

.3.50| 

♦Magnetron. 

,.2.99* 

JGothik. 

,.2.99: 


* ★ ★★★★★★★★★★★★,* 


Auf W’sehen Monty. 

2.50 

Arc of Yesod. 

1.50 

Armagedan man. 

5.95 

Gamestar Baseball. 

2.99 

Army Moves. 

2.99 

Battle of Britain. 

3.95 

Book of the Dead. 

2.99 

B.24 Bomber. 

4.95 

Bride of Frankenstein.... 

.1.99 

Gamestar Basketball. 

2.99 

Bazooka Bill. 

1.99 

Big Trouble, Little China 

2.99 

Biggies. 

.1.99 

Bobsleigh. 

.2.99 

Basket Master. 

3.50 

Basil Gt. Mouse Detec... 

2.99 

Firefly. 

3.50 

Chain Reaction. 

2.99 

Gryzor. 

.3.95 

Indiana Jones. 

3.95 

Clever and Smart. 

1.99 

Cludeo. 

3.95 

Cauldron II. 

1.99 

Comet Game. 

.. 99p 

Convoy Raider. 

.2.99 

Hysteria. 

.3.50 

Dandy. 

. 99p 

Druid. 

.1.99 

Dan Dare. 

1.75 

Dantec Inferno. 

.1.99 

Death Wish 3. 

.2.50 

Discovery. 

.1.99 

Dogfight 2187. 

1.99 

Deceptors. 

2.99 

Dark Empire. 

2.99 


Eagles.1.99 

Election.2.99 

Fields of Fire.2.99 

Knightmare.3.95 

Falcon-Renegade Lord.1.99 

Flunky.1.99 

Frostbyte.1.99 

Fire Track.2.99 

Gunboat.2.99 

Quartet.2.99 

Heartland.2.99 

Roadrunner.3.95 

Guadal Canal.2.99 

High Frontier.3.95 

The Inheritance.1.99 

Renegade.3.95 

Rastan.3.95 

Rygar.3.50 

Indoor Sports.2.99 

I Alien.1.99 

Jack the Nipper II.2.50 

Jet Boys.1.99 

Kung Fu Master.1.50 

Krackout.1.99 

KatTrap.1.99 

Jail Break.2.50 

Laurel and Hardy.1.99 

Leviathan.1.99 

Last Mission.2.99 

Donkey Kong.2.99 

Labyrinth.1.99 

Rampage.2.99 

Lazertag.3.95 

Masters Univ. The Movie.2.99 

Mask II.2.99 


Mirio Brothers.3.50 

My Chess II.2.99 

Mean City.1.99 

Trantor.3.50 

Max Torque.1.99 

Mega Apocalype.2.99 

Mystery of the Nile.1.99 

Mandroid.1.99 

Scooby Doo.3.50 

Nether Earth.1.99 

Nodes of Yesod.1.50 

Nemesis Final Challenge 2.50 

Nemesis the Warlock.1.99 

On the Tiles.1.99 

Octapolis.2.99 

Out Of This World.1.99 

Polar Pierre.1.99 

PSI5 Trading Co.1.99 

Street Sports Soccer.7.25 

Mickey Mouse.6.99 

Power Struggle.3.95 

Leaderboard Executive ...3.95 

Raid 2000 .1.99 

Ranarama.1.99 

Red Led.2.99 

Red Storm Rising.10.95 

T. Wrecks.6.99 

Roadblasters.6.99 

Shadow Skimmer.2.99 

Traxxion.1.99 

Tigers in the Snow.2.99 

Hawkeye.6.99 

Salamander.6.50 

Time Fighter.1.99 


Through the Trapdoor .... 3.50 


Daley Thompson 

Olympic Challenge.6.75 

Empire Strikes Back.6.75 

Up ’N’ Downer.1.99 

Spy v’sSpy.2.99 

Top Fuel Challenge.3.95 

Chubby Gristle.6.50 

19 Boot Camp.6.75 

The Vindicator.6.50 

Shadows of Mordor.2.99 

Football Manager II.6.75 

Championship Sprint.2.99 

720° Degrees.3.95 

Silent Service.5.95 

Side walk.2.99 

Scary Monsters.1.99 

Sidewize.1.99 

I.K. Plus.3.95 

Winter Games.2.99 

Wolfman (CRL).3.95 

Frankenstein (CRL).3.95 

Vengeance.1.99 

Western Games.1.99 

Yes Primeminister.2.99 

Hawkeye.6.50 

Skate Rock.1.99 

Solomons Key.2.99 

Snap Dragon.1.99 

Star Fox.2.99 

Shanghi.1.99 

Samuri Trilogy.2.99 

Strike Force Harrier.3.95 

The Sidney Affair.1.99 

Hoppin' Mad.6.75 

Target Renegade.6.50 


T DraoonsLair.2.50 5 

4- * 

4 - 

*Manic Minor/Jet Set 

4- 

4- 

I Willy. 

.2.99 ♦ 

5 R-Type. 

.6.99 i 

{Rambolll. 

.6.50: 

: Gorilla Wars. 

.6.50 ♦ 

{Fox Fights Back. 

.6.99: 

J Barbarian II. 

.6.99 ♦ 

♦Knight Ore. 

.4.95; 

{Black Tiger. 

.6.99: 

5 Tiger Road. 

.6.99 ♦ 

I Netherworld. 

.6.99: 

I Typhoon. 

..6.50 ♦ 

4- 

* 4- 

4 . *-¥-*********-¥.-¥■-¥■ + 


WE NOW OFFER AN EVEN FASTER SERVICE THAN EVER BEFORE USING 1st CLASS POST. 
PLEASE STATE COMMODORE USER IN ALL ORDERS. P & P 50p ON ALL ORDERS UNDER £5. 
OVER £5 P & P IS FREE. OVERSEAS £2 PER TAPE 
ALL ORDERS OVER £10 WILL RECEIVE A FREE GAME OF OUR CHOICE FOR THIS MONTH ONLY. 
APPLIES TO COMMODORE 64 CASSETTES ORDER ONLY. 


NOW’S THE TIME TO BUY 


C64 Top Games 

Vampires Empire.6.75 

Last Ninja 2.7.95 

Shackled.6.99 

Skate Crazy.6.99 

Test Drive.6.99 

The Train.6.99 

Power at Sea.6.99 

Marauder.6.99 

Instant Music.6.99 

Impossible Mission II.... 6.99 

Football manager 11.6.99 

Gauntlet 11.3.99 

Flintstones.6.99 

Cybernoid.6.50 

Samurai Warrior.6.50 

Dark Castle.6.99 

Dream Warrior.6.99 

Alien Syndrome.6.99 

Street Fighter.7.50 

Salamander.6.50 

Psycho Pigs UXB.7.50 

Great Gianna Sisters.7.50 

The Vindicator.6.50 

Beyond the Ice Palace. .. 6.75 

Barbarian II.6.99 

Empire Strikes Back.6.99 

Bionic Commandos.6.99 

Hawkeye.6.99 

Hopping Mad.6.75 

Target Renegade.6.50 

Ace of Aces.2.75 

Lords of Midnight.1.99 

Traker.3.95 

Captain America.1.99 

Battle of Normandy.2.99 


JUST IN: 

ELITE, SENTINEL, 

STAR GLIDER, TETRIS, 
ACE 2 ALL FIVE GAMES 
FOR 8.95 


C64 Disks — Strategy Games 


American Civil WarVol.l.13.95 

American Civil WarVol.ll.13.95 

Battlefront.9.95 

Battles in Normandy.13.95 

Carriers at War.13.95 

Europe Ablaze.13.95 

Europe Ablaze.13.95 

Halls of Montezuma.13.95 

Russia.13.95 

Rommell.13.95 

Reach for the Stars.13.95 

Red Storm Rising.13.95 

Starfleet 1.10.95 

C64 Disks 

Wasteland.10.95 

Tracker.3.95 

Wolfman.5.95 

Gamemaker.4.95 

Sidearms.3.95 

Trantor.3.95 

Gunslinger.3.95 

Indiana Jones.3.95 

Rampage.3.95 

Druid II.2.99 

Road Warriors.3.95 

Bards Tale III.11.95 

Infocom Disks 

Ballyhoo.9.95 

Borderzone.9.95 

Infidel.9.95 

Nordand Burt.9.95 

Plundered Hearts.9.95 

Bureacracy.9.95 

Sea Stalker.9.95 

Lurking Horror.9.95 

Zorklll.9.95 

Zorkll.9.95 

Stationfall.9.95 

Trinity.9.95 


PLUS MANY OTHERS 


ATTENTION ALL 
DISK DRIVE OWNERS 

MEGA OFFER! We are over¬ 
stocked on our C64 Games 
Disks. To make space in our 
warehouse we are selling 
these disks off as blanks. 
They are all brand new, and 
we have clipped them for 
your convenience! Be quick 
for these, as there are many 
good games amongst these 
packs. 

SILLY PRICE 10 for £5.95 
20 for £10—Hurry!! 


JUST ARRIVED 
TAITO COIN OP HITS 
Renegade, Arkenoid, 
Flying Shark, Rastan, 
Arkenoid II, Bubble Bob¬ 
ble, Legend of Kage, 
Slap Fight. 

All 8 games for 8.95. 

BE QUICK FOR THIS ONE. 


+** * * * *** 4MMMMHF * 

jj Play II Again.5.951 

| Arcade Alley.3.99: 

* Arcade Classics....3.95: 

* Broderbund.4.95* 

| We Are the * 

: Champions.6.99: 

: Magnificent 7.6.99: 

* Sporting Classics.3.95: 

* Coin Op Connection.2.99 3 

3 4 Smash Hits.6.99* 

3 Kidsplay.3.95: 

:iOGtgamestlol2.7.50: 

$ Elite Coll Voll.... 3.50: 
3 Elite Coll Vol2.... 5.95* 
IlKPIus.3.95* 


Space Harrier . 

... 14.95 

Bomb Jack. 

... 14.95 

Menis. 

.... 11.99 

Hacker II. 

. 4.95 

Hacker 1. 

. 4.95 

Division 1. 

. 4.95 

Mindshadow. 

. 4.95 

Alien Strike. 

.3.95 

Bau Raider. 

.3.95 

Jigsaw Mania. 

.3.95 

Sky Fighter. 

.4.95 

Shooting Star. 

.2.99 

Space Port. 

.2.99 

Pac boy. 

. 3.95 

Othello. 

. 3.95 

KATAKIS 


14.95 


Virus. 

... 11.95 

Newromancer. 

... 15.95 

Rugby League. 

.9.95 

1943. 

... 16.95 

Morteville Manor. 

14.95 

Interceptor. 

.... 15.95 

Deluxe Photo Lab..., 

.... 44.95 

Skate or Die. 

.... 15.95 

Overlander. 

14.95 

Empire. 

.... 15.95 

Daley Thomson Olympic 

Challenge. 

.... 15.95 

Corruption. 

.... 14.95 

Platoon. 

.... 14.95 

Three Stooges. 

.... 16.95 

Alternate Reality. 

.... 12.95 

Star Ray. 

.... 14.95 

Sky Chase. 

.... 11.95 

Star Glider II. 

.... 14.95 

Whirrley Gig. 

.... 11.99 


Quadralien.11.99 

Black Shadow.3.99 

Legend of the Sword.14.95 

Star Goose.14.95 

Mercenary Compandium.11.99 

Carrier Command.14.95 

World Tour Golf.15.50 

Strike Force Harrier.8.95 

Winter Olympiad.6.95 

Dark Castle.8.95 

Power Drome.15.95 

Battle Chess.15.95 

Sex Vixons from 

Out of Space.24.95 

Elf.5.95 

Seconds Out.6.95 

Fernandez must die.14.95 

Kwasimodo.3.95 

Diablo.3.95 

Hardball.6.95 

Leather Goddess.9.95 

Lerking Horror.9.95 

Hollywood Hijinx.9.95 

Bureaucracy.9.95 

Barbarian II.14.95 

Bards Tale 1.15.95 

Bards Tale II.15.95 
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# Screen Scene 


64/128 

Rainbird 


SOLDIER! 


Price: 

9.95 cass 
£12.95 disk 



FORTUNE 


F unny old things, Zodiac power 
sources. One minute they're 
all safe and sound, lying in the 
right hands, doing no harm to 
anybody, and the next off they go 
being nicked and put to bad use. 
Then, just as you're being told how 
to get them back, would you believe 
it, the ground opens up, spits out 
fire, and then swallows up the 
geezer who you are talking to. 

Still, geezer or no geezer, you 
have to get the Zodiac power source 
back before twelve moons pass, or 
Kryllis (your average baddy) will 
succeed in his quest to rule the 
world. Armed with a feeble magical 
weapon, a small handful of lives and 
100 gold pieces, off you trot across 
the left to right scrolling landscape, 
not completely unlike a cross 
between Ghosts and Goblins and 
Firelord. 

The coins are used to buy lots of 
different goodies in the hundreds of 
shops that line the pathways. You 
can buy different weapons to 
replace the one you start with. 
Unfortunately, each of these 
weapons only has a limited life— 
normally 100 uses. Once used up, 
they disappear, and it's back to the 


starter weapon. You buy lots of 
extra lives (provided you can afford 
it) as well as scrolls. It's with these 
scrolls that you can barter for 
specific objects. Some shopkeepers, 
for example, won't sell you a certain 
item unless you have the moon 
scroll. Obviously you quickly run out 
of coins, and more coins can be 
obtained by (a) shooting the nasties 
that occasionally feebly try to stop 
you, such as fire-zombies, or strange 
floating phantoms; or (b) you can 
shoot large cauldrons a few times, 


each hit resulting in either the 
release of a coin or a rtasty. You 
have to catch the coins quickly, as 
each time they bounce, they crack 
and lose value until they 
disintegrate. Needless to say,-the 
more money you have'the better 
equipment you can buy. 

At various points along the long 
and dusty roads, you'll find 
buildings that aren't shops. One 
such construction is the Sky tower. 
A tall, vertically scrolling pillar of 
screens that can yield some pretty 


rewards. Another is the House of 
Fun, where you'll find a large dragon 
flying around that changes colour 
when shot in the head, more than a 
little like Space Harrier. 

In fact, [think I can safely say tnat 
every single aspect of this game has 
been 'borrowed' from another, and 
has been slung together to make a 
very good arcade adventure. Maybe 
not Graftgold's best ever game, but 
excellent nonetheless. The graphics, 
though not huge, are colourful and 
more than adequate. Sound effects 
are simple and effective and some of 
the clangs and whistles are quite 
attractive. 

The scrolling is first rate, and as 
far as I could tell, there's no slowing 
down or flicker at all, even when 
something like the swirling dragon 
comes on screen. 

Soldier of Fortune isn't the best 
game I've ever played on the 64, nor 
is it the most addictive, but it's fun, 
and interesting enough to hold my 
attention for a few days, which is 
really saying something considering 
my attention span. 

Tony Dillon 

A walk in the forest and a 
spot of shopping 







































Armalyte 

Thalamus 

Price: 

£9.99 cass 
£12.99 disk 

illed as the follow-up to 
Delta , Armalyte has been 
coded by a group of 
youngsters from Exeter, called 
Cyberdyne Systems. This is their 
first game — and it's a goodie, too. 

Taking the form of a Nemesis/ 
Salamander variant, Armalyte offers 
eight levels of simultaneous two- 
player blasting action, set after the 
Delta mission, when the alien 
H'Siffan force were routed by a lone 
Terran pilot. In their haste to leg it 
back home, the H'Siffans left a load 
of valuable alien artifacts behind. On 
hearing this, an unscrupulous 
Terran Corporation chairman has 
hired two mercenaries to infiltrate 


the area in question, and retrieve the 
priceless items. With this in mind, 
the main aim is simply to progress 
as far as possible while slaughtering 
as many of the remaining H'Siffan 
forces as you can. 

One ortwo players may embark 
upon the mission, the solo player 
having the second ship to act as a 
Nemesis-s\y\e multiple, firing in 
unison with the first. This ship can 
also be positioned at one place on 
the screen by tapping the space bar 
at the required moment; the drone 
vessel separates from the 
mothership to give covering fire 
from its static location. 

In two-player mode, the two ships 
can make contact, shoving each 
other out of the way. This can cause 
problems at various points 
throughout the landscape where 
gaps in the architecture are only one 
ship big. The more unethical of 
partners can, of course, help to 
reduce their comrade's stock of 
hardware too! 

Each ship's armoury can be 


augmented by collection of 
additional equipment, provided by 
changeable icons. Blasting the icons 
causes them to cycle through the 
available add-ons, from a simple 
munitions pod to vertically firing 
lasers, and temporary shields. 


Repeated collection of the same icon 
progressively improves that 
equipment, and once gained is not 
lost on destruction of the ship. In 
addition, there is a generator and 
battery for increasing the efficiency 
of the current super weapon. Three 
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CU RATING 


ARMALYTE 


DIGITAL POINTS DISPLAY 


Video 

Audio 

Toughness 

Endurance 

Vfm 


there's not a glitch in sight. 

The graphics too are exceptional, 
from the small but beautifully 
animated walkers to the variety of 
gorgeous backdrops and the huge 
end-of-level meanies. 

Yes, it is another horizontal 
scroller—but it's also one of the 
best. 

Steve Jarratt 


Level 1 ’s cool blue metal 


such devices can be selected from 
keyboard, and in play, holding down 
the fire button sends a high- 
powered beam flying across the 
screen, liquidating all in its path. The 
weapon can only then be re-used 
once its energy pack has recharged; 


the battery and recharger are 
collected to speed up this process. 

The 64 has really been pushed to 
its limits here: there are huge 
amounts of aliens, and the action 
can become breathtakingly hectic — 
real adrenalin-pumping stuff. And 


Not much room for the bath 
chair there . 


TECH DATA 

• Armalyte runs a full-screen scroll¬ 
ing routine, updating every 1 /50th 
of a second. Ace programmer 
Andrew Braybrook once said this 
was impossible on the 64 ... 

• In the heat of battle there can be 
up to 34 sprites on-screen (including 
eight which make up the lower 
border display). 

• The large, end of level 
motherships are made up of around 
16 sprites each. 

• With both ships blasting away, 
there are up to 160 bullets on-screen 
at once. 

• Each level consists of 32 screens 
— with eight levels, this makes a 
total of around 256 screens. 

• All the alien ships are individually 
sequenced; although they fly in 
formation, each ship follows its own 
flight path. 
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RED STORM RISING by Tom Clancy© 1986 by Jack Ryan Enterprises Ltd and Larry Bond. 


Address 


WKKImms 


Storm 


Based on the NO.1 best-seffing book Red $ 
Tom tlancy; Laity Bond co-author. Canwright 1 
Enterprises Ltd and Larry Bond. All 4gh ts 


Rlsfngby 
Jack Ryan 


The storm has broken. MicroProse's latest title is here. 

This high technology simulation of strategy and tactics is 
based on one of the most dramatic and detailed stories of 
modern warfare - Red Storm Rising, the international 
best-seller by Tom Clancy and histechnical collaborator Larry 
Bond. 

Working with the authors, MicroProse have brought the 
book's intense action and excitement to your computer 
screen. You are put in command of an American nuclear 
attack submarine at a time when the two super powers 
collide. 

Standing between the Russian bear and global domin- 
ation,youplaya crucial role in the conflict. Missionstakeyou 


to an astonishing variety of undersea environments, 
plunging you into challenging and exciting situations. 

Prepare for action in this heart-pounding simulation. 
Available for Commodore 64/128 Cassette £14.95, Disk 
£19.95. 


Please send_ 

Name (block capitals). 


I enclose £ including 55p P+P. Cheques payable to MicroProse Software Ltd_ 

or debit my Access/Visa card. Expiry date_No. | | | | | | | | | | 

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL88DA. UK. Tel: (0666) 54326. Tlx: 43422 MPS/UKG. 


. Copies of Red Storm Rising C64 Cassette. 


- Post Code . 





































# Screen Scene 


an indirect route through various 
bunkers and landscapes, working 
your way around the impenetrable 
barriers whch often protect each 
base. A map of the entire playing 
area, with walls and bases usefully 
highlighted, can be accessed by 
pressing Run/Stop. 

By now it's clear that Fernandez 
borrows from just about every 
Commando and Gauntlet variation 
there is, but so what? It's attraction 
g lies in the sheer skill with which it's 
5 been assembled, and in the 

1 attention to detail that's been 

S’ lavished on the enterprise. 

2 And I've left the best until last. 

^ There's also a two-player mode, 

cj where partners can cover each other 
■g as they stride into action, and 
^ onboard the jeep, one steers while 
^ the other lets loose with the 

^ machine gun. 

As unoriginal as hell, Fernandez 
g Must Die nevertheless shows us two 
'■j programmers doing what they're 
o best at, and doing it with style. After 
•2 the delights of ZigZag maybe Ratt 
^ 'n' Bishare just marking time, but I 
for one ain't complaining. 

^ Bill Scolding 


T his is a strangely obscure title 
for a game which doesn't 
actually feature anybody 
called Fernandez, dead or otherwise. 

In fact it's the latest collaboration 
from the team which gave us the 
ingenious and sadly underrated Zig 
Zag last year, David Bishop and the 
wayward Tony Crowther. 

It's a foray into the much-explored 
territory of the vertically-scrolling 
Commando-type shoot-out. Your 
mission this time is — supposedly— 
to locate and destroy the eight 
military bases of a dictator. But, as is 
often the case with this kind of total 
annihilation experience, you tend to 
lose sight of your objective in all the 
excitement. 

We get a familiar bird's-eye view 
of the action, looking down on 
hordes of enemy helmets trundling 
back and forth across a landscape of 
roads and rivers, buildings and 
bunkers. Everything is depicted with 
clarity and detail, even if the scale is 
sometimes bizarre, and the overall 
effect is a bit like a very busy model 
railway layout. 

And it's your job to blow the 
whole thing to bits. Armed with 
endless ammo, 20 grenades and five 
lives, you jump from your truck and 
wade into the melee, cutting a 
swathe of mayhem through the 
ranks of the remarkably dumb 
enemy soldiers and tanks. Fun as 
this is, it's more so when you 
liberate an abandoned jeep—then 
you can run people over as well as 
shoot them, and you're relatively 
safe from hostile bullets. 

All this havoc will score a few 
brownie points, but to start clocking 
up six digits or more you've got to 
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do some exploring sideways. Closed 
doors to the left or right of the 
screen lead to enemy bunkers, and 
passing through these will take you 
into the neighbouring landscape — 
similar scenery, but a different 
colour. 

Doors can be shattered by 
grenades, or armour-piercing 
bazooka shells from the jeep, and 
once inside the bunker you'll find 
yourself in a maze of sandbags, with 
bars of gold, ammunition and 
prisoners-of-war scattered around 
the shop. Remember Pandora's Into 
the Eagle's Nest, from early 1987? 

The score counter starts blurring 
now, with 900 points for each 
released POW, and hitting the 
Commodore key will call up an 
instant status screen which displays 
the amount of gold collected, POWs 
released and bases destroyed. 

Finding the bases is not so easy, 
and to reach each requires threading 
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MicroProse 

Price: 

£ 14.95/cass 
£19.99/disk 

S id Meier, the bloke who 
programmed Red Storm 
Rising , is no stranger to the 
submersible world; he gave us 
Silent Service a couple of years ago. 
His latest effort goes away from the 
World War II submarine tradition of 
"look through the periscope and let 
go both tubes" to the realm of 
nuclear subs, guided weapons and 
advanced sonar techniques. In fact, 
he's put us a few years into the 
future, into a world threatened by 
the outbreak of yet another World 
War. 

As you've already guessed, this is 
one of those incredibly thorough 
and detailed MicroProse simulations 
that is up to the high standards set 
by classics like Project: Stealth 
Fighter and Gunship. As an extra 
attraction, they've linked it to Tom 
Clancy's bestselling novel of the 
same name, who gets to write the 
Preface: "submarine warfare is 
ambush, followed by evasion; a 
game of life and death played in 
three dimensions of cold, wet, 
unforgiving darkness". So that's 
how you write bestsellers. 

Because of the novel you get what 

Run silent, run deep. 


amounts to a game within a game. 
Like other MicroProse simulations 
Red Storm Rising gives you a range 
of battle scenarios to choose from 
and also a range of skill levels. But 
once you've got bored with those, 
you can play the extra and 'ultimate' 
Red Storm Rising scenario, a full 
blown war against (who else?) the 
Russians (America! Red Ed). In this 
section of the game, you proceed 
through a series of High Command 
instructions and battles, provided 
you don't go down first— more 
about that later. 

Anyway, let's get straight down 
into those three dimensions of cold, 
wet, unforgiving darkness. The 
object of the game is pretty 
straightforward. As commander of 
one of five different submarines, 
you choose one of nine different 
battle scenes in which to show your 
combat skills. 

The battle scenes offer a range of 
situations that include both surface 
vessels and submarines: 

The Duel: one-on-one scrap with a 
Russian sub. 

The Cruise Missile Sub: same thing 
but this one might have a few 
'guardian' subs hovering around. 
The Wolfpack: fight a group of 
Russian subs using 'wolfpack' 
tactics. 

The Boomer Bastion: you must find 
and destroy a Russian ballistic sub. 

A Strike Group: you've intercepted a 
task force of surface ships. Now for 
that sinking feeling. 

An ASW Group: you're being 
hunted by an anti-submarine 

So bear that in mind. 





taskforce. Get them before they get 
you. 

A Carrier Task Force: the big one, 
your chance to sink a Ruskie aircraft 
carrier. 

A Chance Engagement: one of the 
above situations selected randomly 
so that you don't know what to 
expect. 

Whichever one of those battle 
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scenes you decide to play, you 
choose the level of difficulty, from 
introductory, normal, serious or 
ultimate. 

Like most other MicroProse sims, 
this one allows you to get straight 
into the action by embarking on a 
couple oftraining missions —one 
against a clapped-out Russian 
surface vessel, the other against an 
equally clapped-out sub. To make 
things even easier, both are armed 
with blanks. It's at this stage that you 
get to learn the controls which, 
admittedly, look very daunting at the 
beginning, as does the 100-page 
manual. 

You're provided with the usual 
keyboard overlay which is vital 
because nearly all the 64's are used 
for some purpose or other. Each key 
or function is very well explained in 
the manual and using this in 
conjunction with the Help button is a 
nice 'n' easy way of introducing 
yourself to the abundant controls 
and weaponry. There's a Pause 
button too, essential for flicking 
through the manual for that bit of 
info you knew you saw somewhere. 


The Help button, by the way, is 
described as a tactical computer 
which analyses the situation and 
then tells you what action to take. 

It's pretty good, too. 

The problem with submarine sims 
is that, being underwater, there's 
really not much to see. So the 
programmers have added lots of 
optional screens to the primary 
Tactical Display you see for most of 
the time. You can zoom in and out 
on the map, zoom in to see weapons 
fired and weapons approaching, 
access a map overlay that shows 
water conditions like deep and 
shallow water and the ice conditions 
when under the Polar ice cap. 

Added to that there's a whole set 
of screens concerned with 
identifying enemy vessels through 
their 'sonar signature' and having 
identified them, gaining information 
on their sonar and weapons 
capability. Go to the surface and you 
can look at them through the 
periscope. 

But the major part of the game is 
concerned with sonar and general 
sensing, since you can't actually see 
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anything. The whole object is to not 
let the enemy know you're there. For 
this purpose, your sub is fitted with 
active sonar and radar, and a 
number of devices, like the decoy 
and noisemaker, to counter 
weapons that are targetted towards 
you. Your computer tells you when 
an enemy vessel has been spotted 
and displays as much information as 
it can. As the vessel gets nearer or 
the sonar gets better, the computer 
identifies the vessel, its bearing and 
the distance away. 

The booklet goes into great detail 
about sonar, explaining how it 
works and how to use it in a variety 
of situations. Admittedly, this 
involves using your loaf but is 
essential if you're determined to do 
well in the difficult levels of the 
game. 

On the introductory level you can 
sink virtually anything with 
impunity, not bothering much with 
tactics. As you advance, the enemy 
becomes more cunning and will 
strike if you give yourself away by 
using active sonar, running your 
engines too loud, exposing your 


sonar baffles or a whole load of 
other things that should get you the 
sack back at HQ. 

Firing and controlling weapons is 
an equally complex process and is, 
again, explained at length in the 
booklet. Some weapons, like the 
airborne Harpoon and Tomahawk 
missiles, cannot be controlled once 
fired. But you do have the option to 
control a torpedo through its trailing 
wire. Airborne missiles also have a 
minimum range and a maximum 
depth at which they can be fired. 

It's worth pointing out here that 
weapons do take a long time to 
reach their targets and may well 
have to ci rcle a bit if the enemy takes 
evasionary action. So don't expect 
fast-action blasting in this game. 

On more advanced missions you 
have to decide which weapons to 
carry to suit particular conditions. In 
one of the Red Storm Rising 
scenarios, you'll need to arm 
yourself with land-striking 
Tomahawk missiles. To liven things 
up, MicroProse have included 
animated scenes for weapons firing. 
You can watch your sub launching a 


weapon and watch it strike and 
hopefully sink the target—or watch 
a missile strike you. 

Finally there's control of the 
vessel itself. You can increase or 
decrease speed, change depth and 
set course either by entering a 
bearing or, in an emergency, 
actually take control of the rudder 
using the cursor keys. 

A mission is completed either 
when your sub is knocked out, you 
knock out all the enemy vessels or 
they escape and there's no more for 
you to do. You're then given a 
performance rating, a pat on the 
back if deserved and even a medal if 
you've done very well. 

Now for the final Red Storm 
Rising scenario. This involves a map 
of the North Atlantic and a storyline 
which, to my mind, is somewhat 
inappropriate given current East- 
West relations. The drift of the story 
goes like this. Islamic 
fundamentalists have knocked out 
Russia's oil wells in Siberia, leaving 
it seriously short of energy supplies. 
In order to survive, Russia must 
capture the oil wells in the Gulf. It 
realises that NATO forces would be 
too strong so it sets up a 
diversionary war in Europe to 
weaken NATO forces. Before doing 
that it cunningly sets up a 
smokescreen of disarmament to put 
NATO off the scent whilst indulging 
in massive rearmament at home. All 
this, by the way, is told in a clever 
mixture of text and animated 
graphics. 


Your task is to carry out HQ 
mission commands, sailing round 
the North Atlantic to whatever spot 
on the map your instructions direct 
you. When you contact the enemy, 
you're back to the familiar Tactical 
Display and the battle commences. 
Only this time, you'll get another 
mission when this one finishes. 
Throughout all this, you get 
intermittent bulletins of what's 
happening in the war, and who's 
winning at any one stage. 

It's not easy to get killed in the Red 
Storm Rising scenario. My sub was 
sunk after being hit by numerous 
torpedos. I'd really had my chips, I 
thought. Funnily enough, I found 
myself recovering in hospital, issued 
with another mission and a bronze 
medal into the bargain. Mind you, I 
had sunk a few ships before I went 
down. 

Red Storm Rising is nothing less 
than a brilliant game. It's obviously 
well researched, superbly 
programmed and it packs in loads of 
information about modern 
submarine warfare. Like most 
MicroProse games, it can be played 
at whatever level you like and is not 
really as daunting and complicated 
as you first think, although it does 
have depth if you're prepared to 
look for it. It also manages to make 
the most out of an unpromising 
scenario. Let's face it, there's no 
speed and no fast shooting; you're 
just blimping around underwater. 
But it's pretty gripping stuff all the 
same. Bohdan Buciak 



The Russians are coming. 


Victory might mean a ticker 
tape welcome. 
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US Gold 
Price: 

£7.99 cass 
£11.99 disk 

I must admit that when US Gold 
announced that they were going 
to team up with Pepsi Cola I 
wasn't overly thrilled, the reason 
being I didn't believe that going into 
partnership with a company that 
makes fizzy drinks would result in a 
good game. And I was right. It 
hasn't. 

When I read the press release for 
the first game in the Pepsi range, 
dubiously entitled Mad Mix I 
expected great things from it, as it 
claimed to be addictive, colourful 
and 'the most original computer 
challenge of the Century'. In fact it is 




CHALLENGE 


none of these things. It is Pacman. 

The object of the game is to 
control a jovial yellow ball with a 
smiling face around a large scrolling 
maze littered with dots which have 
to be eaten by running over them. 
To hinder your progress, a motley 
bunch of coloured ghosts are 
released from a chamber in the 
centre of the maze and begin to 
wander around the maze. Should 
you run into one of the ghosts, a life 
is lost. 


In each corner of the maze is a 
power pill thingummy that enables 
you to duff over any ghost it 
encounters. The effect of these pills 
are limited however. Also located at 
various spots around the maze are 
ugly faced icons that turn your ball 
into a mean and moody pink/brown 
grizzly bear that also has the power 
to show ghosts where to get off. The 
problem with being a bear is that 
you can't collect dots so you have to 
wait for the bear effect to wear off 




before you can get back to the job in 
hand. 

At the bottom of the maze, next to 
the ghost chamber is a short runway 
that has the odd effect of 
transforming your ball into a laser 
cannon when it passes over it. With 
a stab of the fire button you can now 
loose off a bolt of laser fire to kill any 
ghosts directly ahead of you. As 
soon as you leave the runway, you 
are turned back into a weedy little 
ball. Later levels see the arrival of 
extra features such as one-way 
doors and... er.. .well, that's 
about it really. Collecting all the dots 
on the screen will allow you access 
to the next level. Clear all 15 and... 
you probably get sent back to the 
beginning. 

A pretty flat game. 


Mad Mix is pretty weak stuff. All 
US Gold have done is to take an 
age-old games concept, tart it up 
with a few extra features like a 
scrolling maze and plaster the word 
PEPSI all over it to make it look all 
hip and trendy. I wouldn't mind if 
the game had been any good but it 
isn't. Cosmetically it's very poor 
indeed. Minute sprites and second 
rate bas-relief backdrops don't 
impress me at all, and nor to 
pathetic weedy sound effects that 
sound like a muffled doorbell and 
lame title screen music. Worst of all 
is the completely outdated 
gameplay. I took the Pepsi 
Challenge and decided I preferred 
the other one. 

Gary Whitta 
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Telecomsoft, First Floor, 64-76 New Oxford St, London WC1A IPS. 

Firebird and Firebird Logo are trademarks of British Telecommunications PLC. 
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RADIANCE 


L et's get straight down to 
business. POR is, without a 
doubt, the best RPG ever to 
grace the C64, or indeed any 
computer. It makes Wasteland look 
like a game of Draughts and is to 
The Bard's Tale series what Vulcan 
Venture is to Scramble. An advance 
far and above anything I expected. 

POR is the first of SSI's role 
playing releases based around the 
Dragonlance series of books, and 
more specifically on the northern 
shore of the Moonsea in the 
Forgotten Realms. The storyline is 
that the city of Phlan, plagued with a 
past of invasions and wars, has been 
overtaken by a huge band of various 
types of creatures, humanoid or 
otherwise. The rumour is, though, 
that there is one controlling force, 
something else in charge. Who it is 
nobody knows and it is your destiny 
to find and quench the evil tyranny. 

The more astute among you 
might have already guessed which 
famous set of RPG rules this is set 
around. That's right, the original, 
and still the best, AD&D. For those of 
you who find the thought of five 
thick hardback books-worth of 
complex rules a little daunting, I 
would just like to mention that all 
the rudimentaries of the game such 
as saving throws, hit ratios and 
combat initiative rules have been 
taken care of. All you have to do is 
move the party around, decide what 
to do, and tell them howto fight. No 
silly messing with numbers, this is 
simple, easy to use RPG. For people 
like me, who have played D&D for a 
substantial part of their lifetime, or 


indeed just like the game and are 
worried how it has translated, worry 
no more. SSI have managed to 
capture 90% ofthefeel oftrue D&D. 
There is no feasible way, of course, 
that a C64 could even come close to 
capturing the atmosphere generated 
by an intelligent and descriptive DM. 

What they have managed to pack 
onto four double sided disks (Yes, 
FOUR! That's eight disk sides of 
monsters, dungeons, treasure and 
taverns — you'd be surprised by the 
amount of taverns there are in D&D, 
kid) is lots of colourful character and 
enemy graphics, three different 
views, a Chaos-like combat 
sequence and a character who looks 
surprisingly like Kenny Rogers. If 
you don't believe me, check the 
screenshots on the packaging. Still, 
let's begin at the beginning. 

The first thing you have to do 
upon booting is get a party together. 
After going through the usual menu 
system of choosing race, class and 
occupation, you are presented with 
six statistics showing various 
aspects about the person's 
character, such as Charisma, 
Intelligence and Dexterity, each 
ranging from 3 to 18 (3d6). Once 
you're happy with the statistics of 
your character (a magician is going 
to need a high intelligence, a thief 
will need dexterity etc), you are 
given the chance to define your 
character's portrait. Choose from a 
range of exciting and colourful 
heads and bodies from the disk 
library, stick them together and save 
them to your previously prepared 
Saved Game disk. It's only then that 


Get by with a little help 
from your friends. 


you get to define your battle icon. 
You can change the colours of the 
clothing, the size, the weapon, even 
the colour of the hair, just to make 
combat look more interesting. 

Once you've got your party out 
into the big bad world, it's down to 
brass tacks. Viewed in a similar way 
as the Bard's Tale series, when in a 
city or town that is, you are 
presented with a 3-D view of the way 
ahead, with the same kind of control 
method as BT( Rotate left/right and 
walk forward). Graphically, this bit is 
far better than BT and indeed a lot of 
other games, such as PSS' Swords 
and Sorcery. Whereas everywhere 
looked the same in BT, there is an 
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Make her an offer she can 7 
refuse. 



Looks like trouble. 


incredible amount of variation in 
POR. Moss clings to some walls. 
Some lights are lit and some aren't. 
Keep walking in the right direction 
and you'll come to the Moonsea, 
and scattered about are lots of 
important buildings. The Town Hall, 
for example, displays proclamations 
and offers work to any passing 
mercenaries/adventurers. The 
training hall offers you character 
advancement, provided you have 
the experience points and the cash. 


When in trouble consult the map. 


The temples offer healing, and the 
various shops and taverns can 
provide a wealth of information as 
well as just the usual wares. 

Once inside a city the view 
changes from a 3D view to an 
overhead Questron -type landscape, 
pockmarked with mountains and 
various remote places of interest. 
The other view is the map view, 
which can be called up from the 
menu bar at the bottom of the 
screen. It's from this bar that you do 
all your stuff, including things like 
manipulation of items, spell casting 
and memorisation, setting up of 
camp, viewing of characters as well 
as all the combat commands. 
Combat consists of a large overhead 
view of the room you are currently 
in, with pictures of your party and 
the enemy in their relative positions. 


As you choose an action from the 
menu, you see a small animated 
sequence showing you what you've 
done. For example, choose to hack 
at a Kobold with your sword, and 
you'll see the little icon swing with 
all its might. Choose to fire an arrow, 
and you see the arrow fly at the 
enemy, accompanied by a twanging 
sound effect. 

Pools of Radiance is everything an 
RPG-er could wish for, and I can see 
it appealing to persons not of a 
pixie-bashing nature too. 
Unfortunately the disk access is a 
little slower than it could have been, 
but any game that has me playing 
for nine hours into the wee hours of 
the morning has to have something 
going for it. 

Tony Dillor 
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Sophisticated Match Play with ... Adjustable Team Formations ★ Free Kicks ★ 
Throw In's ★ Offside's ★ Individual Player Abilities ★ Goal Kicks ★ Corners ★ 
Penalties ★ Tackles ★ Fouls ★ Select Player for 'Set Pieces' ★ Injuries ★ Booking's 
★ Sending Off's ★ Suspensions ★ Substitutes ★ Heading ★ Genuine Penalty 
Shoot Out in Quarter, Semi & Final Matches ★ Extra Time ★ 

Individual Player & Team (Defence, Midfield, Attack) tactics ... Defensive ★ 
Attacking ★ Normal ★ Quick Counter Attacks ★ Zonal Marking ★ 

GOLIATH GAMES is a 'NEW' Software House specialising 
in ... ADVANCED ... INVOLVED ... ORIGINAL SOFTWARE. 


ORDER NOW ... £9.95 Including V.A.T Plus 50p post & packing 
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COMMODORE 64 CASSETTES AT £1.99 each or buy 2 get one free 



Superstar Ping Pong, Lords ol Midnight, Avenger, Rana Rama, Ball Blazer, The Detective, ICUPS, Introdroid 
Hyperball, Mission Omega, Killer Ring, JSWII, Starquake, Falcon Patrol 2, Firelord, Mooncresta, Bulldog, Sigma 7, 
Skaterock, On Court-tennis, Empire, Dragon Skull, Mountie, Micks Deathride, Its a Knockourt Beyond Forbidden 
Forest, The Tube, Quake Minus One, Monty on Run, Wibstars, Xeno, Futurenight, Jumping Jimmy, Nemesis the 
Warlock, Nether Earth, Thanatos, Enigma Force, Star League Baseball, Max Headroom, Druid, Agent Orange, The 
Comet Game, Devs X Machine, Eagles, Doubletake, Cyborg, Rogue Trooper, Pileup, Polar Pierre, Davey, Elevator 
Action, Robin of the Wood, Prodigy, Hybrid, Deactivators, Escape trom Paradise, Bobby Bearing, Eagles, Werner, Out 
on a limb, Way ot the Tiger, Neoclypse, Explorer, Brides ot Frankenstein, Krakout, Temple ot Terror, Arc of Ysod, 

Little Computer People, Kayleth, Cameleon, Jailbreak, Nemesis, Back to the Future, Nosteratu, Ice Busters, Comic 
Bakery, Rescue on Fractalus, Koronis Rift, Montyzumas Revenge, Star League Baseball, Westbank, Strike Force 
Cobra, Challenge of the Gobots, Yabadabadoo, 10th Frame, Dog Fight 2187, Chain Reaction, Master ot the Universe, 
Pub Games, Into the Eagles Nest, Shadow Skimmer, Activision Sky Runner, Mugsy Revenge, The Force, Return to Oz, 
Highway encounter, Hacker II. 


F^dolFire?Og^Fii^M^rr^^^rtslDeca^or^a^rumier^ireivo^Psycho Soldiers, Basket Master, SamuraiTrilogy, 
Sporting Classics, Quartet, Blood ‘n’ Guts, Ninja Hampster, Re Bounder, Implosion, Convoy Raider, Strike Force Harrier, 
Inheritance ll*Translormers, Mario Brothers, The Gt Escape, Firetrap, Ryoar Fighter Pilot, Firetly Gryzor Renegade 
Trantor Solomans Kay, Indiana Jones, System 1500 2nd Edition, Basket Ball, Guadacanal, Super Sprint, Start Raiders II, 
- 1 , Aliens. 


Rampage, Firetrack, / 


COMMODORE COMPILATIONS 


Scott Adams Scoops 
Scarabble, Cluedo, Monopoly 


1 Big Name Bonanza 2.99 

Unbelievable Ultimate 2.99 

Platform perfection 2.99 

Action Pack (Rocket Roger, Guardian, 3D Water Ski, Hypercirtuit) . .... 

Summer Gold (10th Frame, Impossible Missions, Rebel Planet, Dambusters, Bruce Lae, Beachead II) 
Coin-Op Connexion (Crystal Castles, Breakthru, Express Raider, Metro Cross) 

Lucas Film Games Collection Inc (The Eidolon, Rescue on Fractalus, Ballbalaar, Koronis Rift) 

Classix 1 (Bobby Bearing, Brian Bloodaxe, Quo Vadls, Wlsardly Firequest) 


COMMODORE 64 DISCS at £1.99 each 


Fighting Warrior, Thing on a Spring, Explorer, Red Arrows, William Wobbler, Tracer Sanction, Pitfall II, Path Finder, 
Chameleon, Zork III, Zork II, Starcross, Decathlon, Hypaball, Spindizzy, Nexus, Murder by the Dozen, Deadline, Suspended. 
Redhawk, Secret Diary ol Adrian Mole, Battle of Midway, Ankh, Astec, Mr Robot, Vikings, Kinetic, Superman, Empire, 
Infodroid, Lightforce, Escape from paradise. 


2.99 

7.95 

2.99 

2.99 

2.99 

2.99 

2.99 


COMMODORE 64 DISCS 2.99 Each 


Revs Allens, Druid II, Rampage, Fire Track, Basketball, Star Riders II, Transformer, Supersprint, Prestige Collection ir 
(Rescue on Fractalus, The Eidolon, Koronis Rift, Ballblazer). 


Commodore 3.99 discs 


Best ot Beyond Hits 5 (inc Wizards War, Skooldaze, Kettle, Popeye Trap,) m.rmr 

Easy File, Future Financia, Number learning inc (Number Chaser, Number Builder, Number Puzzler .Six Games Dis (inc 
Fantasy, Test Match, Breaky and the Egg Snatchers, Codename Mat II, Fri 13th, A View to Kill), Druid II, Rampage, Fire 
Track Basketball, Star Riders II, Transformer, Supersprint, Prestige Collection inc (Rescue on Fractalus, The Eidolon, 
Koronis Rift, Ballblazer.) 


Commodore educational all at £1.99 


Number Tumblers, Song Maker, Alpha Build, Dance Fantasy, Alt in the Colour Caves, Make a Face, Ranch, Fraction, Story 
Machine, Agean Voyage, Alphabet 200. _ 


64 EDUCATIONAL PACK. 


(Master Word, Ballooning, Car Journey ) Alllor 

Simon’s Basic (cart) 

GEOS 

Designers Pencil 
Intro to Basic Part 142 Cass. 

Pascal Disk 
Music Trivia Game 


MISCELLANEOUS 


14.95 

9.95 

1.99 

2.99 

9.95 

2.95 


Freeze Machine 
NEOS Mouse 

Slimline Replacement K board 
Commodore Power Supply 
Commodore Cass Player 
Soccer 


27.95 

18.95 

18.95 
25.00 

29.95 
4.95 


P+P 1-3 TITLES 75p 4 or More £1.00 overseas orders £1.00 per cass. fcvgQJ 
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HOMESOFT (UK) 

16 BIT SOFTWARE & HARDWARE SPE 


ECIALISTS 


JOYSTICKS 

COMP PRO EXTRA 

11.55 

COMP PRO 5000 

18.80 

CHEETAH 125+ 

6.56 

DELTA RAM 

9.98 

CHEETAH MACH 1+ 

11.28 

MAGNUM 

9.90 

QUICKSHOTII+ 

6.50 

QUICKSHOT TURBO 

18.55 

SPEEDKING 

9.88 

MICROBLASTER 

3.99 


EXTRAS 


PHILIPS CM8833 
COLOR STEREO MONITOR 
ONLY 228.90 


WITH MODULATOR 
JOYSTICK + FREE 
BUNDLED SOFTWARE 
★ ONLY 370.00 


528 STEM SUPER PACK 
21 GAMES + JOYSTICK 
IMB DRIVE ETC, ETC... 
only 347.88 


CUMANA IMB DRIVE 97.98 
★★AMIGA OR ATARI ★★ 


3.5" BLANK DISCS.. 
SONY UNBRANDED 


9.50 


STORAGE BOXES 


DDD188 5.25'BOX 5.50 

DD100L3.5'BOX 5.20 

POSSO DELUXE STACKABLE 
STORAGE BOX -3.5” 

HOLDS 160 - 200 DISKS 
ONLY 14.99 


STAR LC10 DOT MATRIX PRINTER ONLY 220.00 
COMMODORE MPS1500C COLOUR PRINTER ONLY 220.00 


ALL PRICES INCLUDE P&P AND VAT 
COURIER CHARGE EXTRA, 

PHONE FOR NEW SOFTWARE TITLES 



HOMESOFT (UK) 

P.O. BOX 49, LEYLAND, PRESTON 


LANCES. PR5 IDG. 0772 452414 


COMMODORE 64, SPECTRUM 

























































































• Screen Scene 


4 x4 is really a pretty ordinary 
racing game with a few extra 
bits bolted on to spice things 
up. The extra bits amount to a 
choice of four terrains and four 
vehicles, with the ability to 
customise your vehicle to suit the 
conditions. 

The terrains look pretty much the 
same. The sand in the Baja desert is 
cunningly disguised as snow in 
Michigan, whilst the desert cacti do 
a good job of looking like fir trees. 

Like the scenery there is a choice 
of four trucks: two American, one 
Japanese and one British model. A 
list of specifications is given for each 
truck to help you choose one that's 
best for a particular terrain. 

From there, you mosey down to 
the Custom shop and the Automart 
to do the necessary customising. 
This is where you buy spare tyres, a 
winch, extra petrol and a canopy. 

The Automart supplies more basic 
stuff like oil, water a toolkit and even 
a mechanic. 

Why a mechanic? Because when 
you need to do repairs, this bloke 
will get you going quickly. But you 
pay the price of going more slowly 
due to the extra passenger. 

You start as the last man in a 
17-man race. You see the standard 
view of the back of the truck with the 
road scrolling towards you. Joystick 
control is very basic, simply press 
the firebutton to accelerate, push 
back to slow down and forward to 
brake quickly. 

Catching a rock or tree trunk with 
just two wheels results in a wheelie 
for a few yards. Smacking into 
obstacles headlong makes the truck 
take off Buggy Boy style, do a few 
somersaults and land again with 
apparently no harm done. 

The only really worthwhile 
meanieonthe road is the 
Doombuggy, which sounds its horn 
at you from behind and tries to push 
you off the road. 

At the bottom of the screen you 
find speedo, rev counter and a load 
of warning lights for various bits of 
the car. The lights turn blue for 
medium damage and yellow when 
things are looking serious. 

Each race starts at 8am with 
checkpoints every two and half 
hours. A checkpoint is a compulsory 
stop at which you can do repairs if 
you want. A damage screen is 
displayed showing just what needs 
fixing, and will appear at any point 
in the game at which sustained 
damage is too great to carry on. 


Here, you must do repairs before 
carrying on — providing you're 
carrying the necessary spares. 

So you race on into the Michigan/ 
Death Valley/Georgia sunset until 
you either win or finish amongst the 
runners, in which case you'll see a 
score screen showing your 
placement and race timing. Winning 
all four terrains gets you King of the 
Road status. 
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Epyx 

Price: 

£9.99 cass 
£11.99 disk 



OFF mini 
MCI Mi 



4x4 is a competent game with 
average graphics and a reasonably 
good racing section. But it's simply 
not varied enough and its gives me 
the annoying impression that they 
couldn't be bothered to make it into 
something special. 
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Bohdan Buciak 
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# Screen Scene 
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Elite 
Price: 
£9.99 cass 











I n 2025 the destruction of the 
ozone layer has finally come 
about, providing some nice 
chunky post holocaust plots for a 
computer game. The only means of 
transport between cities is via the 
old freeways, now controlled by 
roving gangs of anarchic rebels. The 
only people foolhardy enough to 
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VERLANDER 


attempt to traverse the roadways 
are the overlanders — providing the 
price is right. 

At the start of the game you are 
given two missions to choose from, 
one paying more than the other 
because of its greater difficulty. Half 
the mission pay is handed over to 
you before you set out in order to 
buy those little extras that make a 
journey safer. Fuel, of course, tops 
the shopping list and eats the largest 
portion of your cash. Money can 
now be spent turning your already 
hot car into something that makes 
Knight Rider look like a dinky toy. 
Turbo units, battering rams, wheel 


blades, rockets and flamethrowers 
are but a few of the large amount of 
items available. 

Each of the unsavoury gangs who 
haunt the road have their very own 
ways of dealing with unwanted 
visitors, the Kamikazees (ugh) think 
it most honourable to commit hari 
kiri with your bonnet. The Road 
Hogs do their damndest to force you 
off the road and Crawlers litter the 
rout with fences and cars while 
taking pot shots at your vehicle from 
the sides of the road. At the end of 
every road the Offroaders wait in 
their heavily armed vehicle. You 
have to wipe them out to complete 


the level. 

As driving games go this is not 
very good. The road seems to fall 
short of the horizon by a good 
distance and the hills update very 
jerkily. The car steers well in 
comparison to Road Blasters but still 
slides around a bit too much to be 
realistic. Gun turrets pose the only 


real threat but it's severe enough to 
strip you of your remaining lives. 

Overlander is the best of the drive- 
a-long shoot 'em ups but still fails to 
make the major league. A few 
graphical enhancements in the road 
layout and cars would have made 
this far superior to what it is now. 
Mark Patterson 


Overlander: roadblasting , out-running action. 


OVERLANDER 


DIGITAL POINTS DISPLAY 
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ITS OUT OF THIS WORLD! 


Available on... 

Commodore 64 cassette . £ 9.99 

Commodore 64 disc . £ 12.99 

Spectrum cassette . £ 7.99 


For mail order please send your order and remittance (cheques 
payable to British Telecom pic or direct debit from Access/Visa card 
by stating card number and expiry date) to: The Marketing 
Department Telecomsoft, First Floor, 64-76 New Oxford Street, 
London WC1A IPS. 

Telecomsoft, First Floor, 64-76 New Oxford St, London WC1A IPS. 

Firebird and Firebird Logo are trademarks of British Telecommunications PLC. 


A LEGEND IN GAMES SOFTWARE 


SEE US ON STAND 3447 AT THE P.C. SHOW, EARLS COURT, 14-18 SEPT. 










DAiEL ELECE30IHO 
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□ AMIGA PRO SAMPLER STUDIO 


• A top quality sound sampling system at a realistic 
price. 

• All the usual features of a sampling system plus 
many more. 

• 100% machine code software for realtime functions. 

• Hires sample editing. 

• Realtime frequency display. 

• Realtime level meters. 

• Piles saved in IFF format. 

• Adjustable manual/automatic record trig level. 


• Variable sample rate and playback speed. 

• Separate scroll line waveform windows plus zoom 
function with Edit windows for fine accurate editing. 

• Hardware compatible with many other software 
packages. 

• Software files can be used within other music 
utilities. 

• Reverse, copy, mix, clear plus other edit facilities. 

• Microphone and line input V 4 " Jack and Din 
connections. 

• 3D shot of sound waveform. Wave editor to design 
your own waveforms or adjust existing ones. 


ONLY £ 69.99 COMPLETE SYSTEM, PLEASE STATE A500/1000/8000 



□ MIDI MUSIC MANAGER 


• At last a truly professional Midi package for the Amiga at a 


realistic price. 

• 8 realtime Midi tracks for record/ 
playback 

• Works with standard IFF files 

• Adjustable track length - limited only by 
available memory 

• Use as a multi-track Midi recording studio 

• Works with many Midi interfaces including 
Datel Midi Master (see Ad) and Nimetics 


• Editing facilities for corrections and track 
joining etc. 

• Internal or External Midi clock control 

• Play sampled sounds on Amiga from any 
Midi track 

• Full dubbing - listen to one track while 
recording another 

• Perfect companion for Pro Sampler Studio or 
any music application 


ONLY £ 39.99 COMPLETE 




□ DATEL JAMMER 

lb complement the Sample Studio the Datel 
Jammer gives you a 5 octave keyboard to 
play and record your sampled sounds. 
FEATURES: 

• 2 and 3 note chords. 

• 4 track sequencer up to 9999 
events. 

• Tbmpo and Beat Controls. 

• Mixer Controls on Instruments. 

• Load and Save sequence. 

• Works on standard IFF file sounds. 






□ MIDIMASTER 

• Full Midi Interface for A500/ 
2000/1000 (Please state model) 

• Compatible with most leading 
Midi packages (inc. D/Music) 

• Midiin - Midi0utx3 - 
Midi Thru 

• Fully Opto Isolated 

• No need to pay more - 
Full Midi standard 



□ DATA ACQUISITION UNIT 

• Turn your Amiga into a sophisticated measuring 
instrument capable of measuring a wide range of data 
inputs. 

• Sample and display events from microseconds to 
hours - with amplitudes from millivolts to 50 volts. 

• A Hardware/Software package with very high spec 
including: - 

Q DIGITAL SCOPE DISPLAY - 2 channel inputs. 
Manual or continuous display. Timebase 500ms/div to 
20ps/div. - accurate to 5% 

• 6 bit flash conversion gives 2 millions samples/sec. 

• Adjustable trigger level. 5 x zoom function. 

Memory scan 

• Load/Save functions, waveform enhancement, graph 
displays. 

• Hardware contains onboard RAM and Crystal dividers 
PLOTTER DISPLAY 

2 channel display 

• Memory recall display 

• Timebase range 1 sec to lOhrs per plot. 

All features found on units costing thousands of pounds! 


only £34.99 


ONLY € 89.99 for hardware/ 

software/please state ABOO/1000/8000 


□ ROBOTARM — Full Function - 5 Axis Movement 


• Explore the fascinating science of Robotics 
with this full feature Robot Arm. 

• Human like dexterity - with 5 Axis of 
movement it is so versatile. It can manip¬ 
ulate small objects with amazing ability. 

• Easily controlled using 2 Joysticks (any 
9 pin type) or connect to your Amiga 
with our Interface + Software to give 
Computer/Robotic control (see Interface 
offer). 


• Comes with Accessories including ‘Finger’ 
Jaws, Magnetic Attachment, Shovel Scoop, 
4 Stabilizing Suction Base Legs, etc. 

• Uses 4 HP2 batteries (not supplied) to 
power motor movement so uses no com¬ 
puter power. 

• Self contained, ready to use (except batts, 
joysticks). 

ONLY £ 49.99 


□ INTERFACE OFFER 

• Unique Software/Hardware package to 
allow you to interface your Amiga with the 
Robotarm. 

• Tbain mode allows you to store and then 
repeat movement sequences. 

• Very easy to use. 


• This Interface is not needed to use the 
Robotarm but interfacing with your Amiga 
has great possibles. 

• Please state Amiga model 

ONLY £ 24.99 

COMFUBTE WITH CABLES. 


DI1S 
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□ EXTERNAL 3.5 DISK DRIVE 


• angle or twin drive models available 

• Slimline extra low profile - only 6" long! 

• Ibp quality NEC drive mechanism 

• Throughport allows daisy chaining other 
drives 

• Superbly styled case in Amiga colours 

• Fully compatible 

• 1 meg unformatted capacity per drive 

ONLY £99.99 SINGLE DRIVE - OR 


• Good cable length for positioning on your desk etc. 

• TWin drive model takes up very little space 

• Value for Money - before you buy a drive please 
compare the features - these drives have NEC 
mechanisms housed in superb cases. Some products 
are built to a price and not a standard. Don’t spend a 
few pounds less and end up with ‘rubbish’ - and 
remember you are buying from the manufacturer. 

£199.99 FOR TWIN DRIVE 


(PLEASE ADD 15.00 IF COURIER DELIVERY REQUIRED) 



□ 512K RAM EXTENSION • A500 


• Available with/without calendar clock option 

• Simply plugs internally into a A500 slot 

• Switch in/out with switch supplied 

• Fitted in minutes - no soldering etc. 

• With calendar/clock onboard time/date automatically booted 

• Battery backed to retain time/date 

ONLY £ 99.99 FOR STANDARD 512K CARD OR 



ONLY £ 109.99 FOR VERSION WITH CLOCK/CALENDAR 


□ MARAUDER II 

• Quite simply the best disk copier available for the Amiga 
(all models) 

Q Superfast disk copier will copy almost any Q Special ‘Strategy Piles* cope with even the 

commercial disk most advanced protection schemes 


□ Friendly user Interface - Mouse driven 
throughout. 

□ Completely compatible with Amiga 
multitasking system 

□ Even decrypts many encoded programs 
including D.Print/Video/ Paint/Music/H 
etc. 


□ Supports upto 5 drives simultaneously for 
multiple copies 

□ Regular updates available - we always 
ship the latest 

□ Fast operation - typically around 80 
seconds 

□ USAs top selling copier 


only £ 29.99 



□ DISK/STORAGE 
BOX OFFERS 

• DD40 holds 40 3i/ 2 " disks lockable. 

only € 6.99 

• DD80 holds 80 Z l /z disks lockable. 

only £ 8.99 

• Disks - 31 / 2 " D/DS/D. 

• Ibp quality, bulk packed with 
cables. 

ONLY £ 24.99 FOB 28. 


□ DATA/SWITCH 
BOXES 

• A/B type connect two printers to one computer 
or (vice-versa). 

• Centronics connections or RS232 (Serial) connections 
(25 pin) please state. 

ONLY £24.99 

• ABC type connect three printers to one computer 
(or vice versa). 

• Centronics or RS232 connections. 

ONLY £34.99 

• Intelligent Printer Sharer. 

• Share one Printer between four computers. 

• Automatic switching - no need to leave your computer. 

• RS232 serial or Centronics connections - please state. 

ONLY £89.99 


□ PRINTER CABLES 

• 25 pin ‘D’ to 36 way Centronics 
parallel lead. 

• A 500 or 1000 please state. 

• 1.2m length. 

only £ 8.99 


• 25 pin ‘D’ to 25 pin ‘D’ - serial 
printer lead. 

• A500 or 1000 - please state. 

• 2m length. 

only £ 8.99 


ALL ORDERS NORMALET DESBATCHED WITHIN 48 HRS 

HOW TO ORDER.... 

BY PHONE 

q © E3 

0782 744707 

24 hr Credit Card Line 

BY POST 

|^ 7 | 

FAX 

0782 744292 

Send cheques/POs made 
payable to ‘Datel Electronics’ 

UK ORDERS POST FREE - 
EUROPE ADD £1 

OVERSEAS ADD £3 


DAlEL 


ELECilOMO 


DATE! ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE, 
GOVAN ROAD, FENTON, STOKE-ON-TRENT ENGLAND. 


SALES ONLY 

TECHNICAL ONLY 

0788 744707 

0788 744384 


OX Si 
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Psygnosis/ 

Melbourne 

House/ 

Mastertronic 

Price: 

£9.99 cass 

E ven when Barbarian first 
appeared it was difficult to 
see why anyone would 
willingly buy a run-of-the-mill 
arcade quest, even for the then 
software-starved Amiga. 

A year later, and shorn of the 
detailed graphics which were its 
main attraction, Barbarian on the 64 
now looks so totally mediocre it's 
surprising that Mastertronic haven't 
released it as part of their budget 
range. 

Armed with colossal biceps, 
sword and long-bow, Hegor 
descends into the bowels of the 
earth and the depths of cliche on a 
quest to destroy the evil Necron. For 
only then will the land be free of the 
fear and terror that has plagued its 
villages, ravaged its crops etc, etc. 

This rubbish might sound original 
to novice Amiga owners, but us 
loyal 64 users have had it up to here 
with moronic axe-wielding 
psychopaths. The only way this kind 
of stuff gets tolerated is if there's 
some sufficiently novel twist which 
makes gameplay a new experience. 

But the only unusual feature in 
Barbarian is an unnecessary and 


barbarian 



Watch out for falling rocks musclebrain. 


clumsy icon-control system. 
Displayed beneath the screen, and 
accessed by a joystick or keyboard- 
controlled cursor, it gives options 
for running, walking, jumping, 
somersaulting, fighting, changing 
direction, picking up objects, 
climbing and selecting weaponry. 
As nearly all of these actions could 


be directly controlled by the joystick 
— as they are in almost all other 
games of this ilk—then Psygnosis 
must have only one reason for 
choosing this perverse control 
method: without it the game would 
be too goddam easy. 

Gameplay boils down to ambling 
along corridors and climbing up and 


down ladders, collecting weaponry 
and killing the one-legged gremlins, 
ogres and monsters before they kill 
you. And all the most infuriating 
characteristics of the genre have 
been included: dead monsters 
which are resurrected as soon as 
you re-enter a room, booby-traps 
which can't be foreseen or avoided, 


KEUOGG’S 
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CRL 

Price: 

£9.95 cass 
£14.95 disk 

C ycling is a sport with a very 
high SB —or Sore Bot— 
rating, although not quite as 
highasbronko busting or 
tobogganing in your boxer shorts. 
The Kellogg's Tour of Britain cycle 
race has less SB than the Tour de 
France because it's only about half 
the distance. It also has much less 
charisma since not many pro 
cyclists actually dream of ever 
winning it. 

Anyway, CRL's version of the 
Kellogg's Tour has a high SW—or 
Sore Wrist—rating, owing to the 
fact that it's one of those joystick 


waggling games that we hoped 
would never reappear. 

The game, described as 'official' is 
a faithful rendering of the race 
which, as we all know, finished 
several weeks ago and nobody 
remembers the winner. It has six 
stages beginning in Newcastle, 
passing through York, Manchester, 
Liverpool, Stoke, Birmingham and 
Bristol, and finishing on London's 
Westminster Bridge. Throughout 
the stages there are various sprint 
sections on which you can win time 
points which are automatically 
deducted from your final time. 

You start the race in 67th position, 
the object being to work your way 
up through the 'peloton' as you 
progress through the six stages. 
Just like the real thing various vests 
are up for grabs. Reach the top of a 
climb first and you're awarded the 
King of the Mountains jersey. 
Winning a TV sprint gets you the 
white one. Win a stage and you get 


TOUR 

the covetted yellow jersey. 

Now for the cycling bit. As you've 
already grasped, waggling the 
joystick from side to side makes you 
go quicker. You also have a choice 
of two (only two) gears: high gear 
for the slopes and low for the 
straights — not too taxing for the 
brain, that. Apart from that, you 
must take food at regular intervals to 
retain your stamina. 

All that lot is cleverly displayed as 
a row of icons at the bottom of the 
screen. Food is depicted as a bottle 
which gradually empties, whilst the 
slopes are upward or downward 
gradients. It's a good idea to keep an 
eye on this so that you can change 
to the appropriate gear in good time. 
The only other hazards are the other 
cyclists who lose you speed if they 
bump into you or you into them. 

Graphically the scenery is rather 
impoverished and repeats itself for 
each of the stages. You start on a 
street scene, move out into open 


country, and then finish the stage on 
yet another street scene. You don't 
even get an idea of uphill or 
downhill sections — it all looks 
perfectly flat. 

Fortunately, the cyclists are better 
defined. They're large and their legs 
pedal realistically, quickly in high 
gear and less quick in low. They've 
all got that nice crouching action 
too. 

A nice touch is that you get a map 
of Britain at the end of each stage 
showing the course completed as a 
solid line and the next section as a 
flashing line. 

Another nice touch is the 'position 
in race' indicator at the left of the 
screen. You can actually watch it go 
down as you overtake a cyclist. 

Kellogg's Tour is a generally well 
designed and well presented game 
but it loses out drastically on 
gameplay. It's all too simple and 
there's nothing really to do except 
waggle away at the joystick. But that 
sums up cycling. It's not much fun 
unless you're actually doing it. Over 
to you Pedro. 

Bohdan Buciak 
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# Screen Scene 


and, of course, the conspicuous 
absence of a Save-Game option. 

The graphics are nothing to write 
home about, and the animation is 
restricted (especially that of the 
various nasties). And somewhat 
surprisingly, considering this is 1988 
and not the middle ages, there's no 
horizontal scrolling. I'd forgotten 
just how irritating flip-screen games 
were. 

Worst of all are the sound effects 
— or rather the almost total lack of 
them. Except for the odd unsuitable 
whoosh when Hegor rubs out an 


enemy, and the occasional rumbling 
noise—either a distant dragon or 
else the plot creaking — there's no 
sound at all. Even massive rocks 
come crashing to the floor in 
complete silence. 

Still, there is one good thing about 
Barbarian — and that's the nifty little 
loading game by Aplinand 
Hubbard. This is pure Space 
Invaders accompanied by some 
frenzied music, and takes you back 
to those days when playing 
computer games was fun. 

Bill Scolding 
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METAPLEX 


64/128 

Addictive 

Price: 

£2.99 cass 

T his game has got great 

instructions. How many times 
have you studied that tiny 
sliver of paper under the magnifying 
glass for a good half-hour only to 
discover that it seems to describe a 
game altogether different from the 
one you have just booted up? 

None of that with Metaplex. A 
demo goes through the game telling 
you what you have to do, showing 
what a teleporter, spare vehicle, acid 
tank and so on look like so there's 
little chance of the kind of infuriating 
cock-up that's likely to end up with 
the joystick stuck to the forehead of 
the nearest passer-by. 

Metaplex is a metal labyrinth, 
home of the horrible Garth. Garth is 
twice as ugly as he might be on 
account of having two heads. The 
general consensus is that life would 
be a whole lot better without Garth 
around and guess who gets the 
short straw. 

Destroying Garth, as you would 
imagine, is not simply a question of 
finding him and hitting him on the 
head with a blunt instrument. 

Garth's power comes from four 
power points located in very difficult 
to get to places around the maze. To 
weaken Garth before finishing him 
off, you must first locate the power 
points and destroy them — pulling 


out the plug simply isn't good 
enough. 

These power points, being of a 
particularly sophisticated high-tech 
design, can only be destroyed by a 
liberal dousing with acid, and the 
acid can only be obtained from 
particularly difficult to reach spots 
within the labyrinth. 

The task then, in short, is to find a 
flask, fill it with acid, pour it on the 
power point, do the same four 
times, gq get Garth, then get out. 
You have limited time to achieve all 
this. 

You scoot about in this thing that 
looks like a cross between a pram 
and Sinclair C5 and frequently find 
your path blocked by number coded 
doors, wind tunnels and other 
obstacles. These can be overcome 
by using these switcheroo thingies 
which you can find, surprisingly 
enough, quite easily. By sitting on 
them and pressing the fire button 
you can select from a 3x3 matrix of 
goodies on the control panel. This 
offers you super shields, super 
lasers, unlock doors, neutralizes 
wind (pardon me) and all sort of 
other helpful things. 

I dunno whether it's addictive; it 
kept my attention for a couple of 
hours, but I wasn't overcome by 
compulsion to go on all night. 
Metaplex is certainly cleverly 
thought out and interesting, but it's 
let down a bit by the crude graphics. 
Garth himself is particularly on the 
leggo-like side and the scoot about 
vehicles, though they scroll well, 
don't have any of the realism of 
'gravity'. 

Ken McMahon 
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OC -118 

Previously sold as ‘Excelerator Plus’ 


All prices include VAT/delivery 




§ie@M^LC-10 

Best-selling CBM 
ready printer 


Enormously successful addition to the Star 
range of printers, the LC-10 incorporates 
many useful features at an ultra low price. 
Includes many facilities not normally avail¬ 
able in the sub £200 price range, such as 
4 NLQ fonts and paper parking (use single 
sheets without removing tractor paper). 
7-colour version also available, which will 
accept standard LC10 black ribbons. LC10 
available either in ’64/128 ready form or as 
parallel version for Amiga users. Please 
state your computer type when ordering. 


Only £219.00 

Colour version also available, 

Only £269.00 

Prices include two extra 
black ribbons free of charge 


extremely good value for money, 


A superb package representing extremely _ 
combining the Oceanic OC-118 disk drive (previously sold as 
‘ExceleratorV) and the sophisticated GEOS system. Said by 
COMPUTE’S Gazette to have "dramatic improvements over the 
1541 in quality and reliability", the drive is a stylish and attractive 
compact unit featuring a direct drive motor and its own external 



Desk Accessories. Many more extensions available - see below. 


Oceanic OC-118 & GEOS.£129.95 

Oceanic OC-118 & GEOS 

plus Freeze Machine .. £149.95 


GEOS Applications 

GEOS 64.£24.95 GEOPUBLISH.£32.95 

GEOFILE .£24.95 GEOPROGRAMMER .£32.95 

GEOCALC .£24.95 GEOS 128.£32.95 

DESKPACK+ 64/128.£21.95 GEOWRITE 

GEOWRITE WORKSHOP .... £24.95 WORKSHOP 128.£32.95 

FONTPACK+ 64/128.£16.95 GEOCALC 128.£32.95 

GEOSPELL.£16.95 GEOFILE 128.£32.95 



porryp macuwp for s P eed - p° wer 

itxLLLL MALIWW and ease of use 


Only 

£ 19.95 


Your 'i64 could look like this! 
Why put up with an old 
fashioned looking computer? Fit 
this smart and modern lookina 
new case to your ’64 - it will look 
and feel like you are using a 
brand new computer. This high 
quality injection moulded case is 
simple to fit and gives a lower 
keyboard height. Reject the old 
image and order one now. 


□ Unstoppable Freeze 

□ Fast save routines 

□ Ultra-efficient file compactor 

□ Lazer and Turbo fastloads 

□ Integral reset button 

□ Tape turbo facilities 

□ 12 second disk format 

□ Selective file copier 

□ Selectaload 

□ many more useful features! 


Only £28.95 


. DOW€ 

has to be Freeze Machine, probably 
the most effective backup cartridge 
on the market! Incorporating two 
types of fast load routines you can 
SAVE and reLOAD your favourite 
games in as little as 10 seconds and 
no more than 18. Numerous invalu¬ 
able facilities available, including a 
built-in reset button. Utility Disc V3.0 
also available to complement usage 
of the cartridge. It allows complete 
transfer to disk of many tape-based 
programs that load extra parts, eg. 
Gunship, Last Ninja, World Games, 
Supercycle. A very useful add-on. 
Utility disc only.£7.95 



SeCected Products 


DOLPHIN DOS . Parallel opei 


1541 


system 
disk drive. 


LOAD IT!! . The best thing to happen to a 

Commodore data recorder. Includes built-in 
azimuth adjustment knob and LED tape signal 

level meter.£39.95 

DOUBLER ’64.Makes perfect tape backups 

every time. Consists of hardware and software. 
Requires access to two data recorders. Very 

easy to use, only .£12.95 

ICONTROLLER .Natty little keyboard moun¬ 

ted cursor controller, ideal for icon-driven 
japjDhcationsJ^ 


for use with 64/128 and 
Fantastic speed increase on LOAD and SAVE 
whilst maintaining CBM disk format. Many extra 
DOS & BASIC commands, includes built-in 

monitor and Centronics printer driver.£69.95 

DISC DISECTOR V5.0 . Disk backup/utility 

package featuring wide range of powerful 
programs. Compatible with 64/128/128D and 

1541/1570 disk drives.£19.95 

1541 PHYSICAL EXAM . Consists of digital 

alignment disk and drive fault diagnosis soft¬ 
ware to check and correct 1541 head alignment. 

Includes quiet drive stops.£39.95 

1541 QUIET DRIVE STOPS . Silences 

‘knocking’ noise with 1541 drives (not suitable 


DATA RECORDER .CBM compatible, same 

as C2N/1531 but cheaper and includes pause 

control button...£24.95 

AZIMATE 3000 KIT . Tape loading prob¬ 

lems? Use this kit to check and adjust data 
recorder head alignment.£6.95 



AMIGA 500.£389.00 

standard 512K model, including Mouse, Silent 
Service and 5 disks of Public Domain software. 
Phillips CM8833 (Colour monitor 

suitable for Amiga 500).£279.00 

Phillips CM8852 monitor as above, 
but higher resolution. £299.00 


All prices include VAT and delivery. Next day delivery £5.00 extra. 

fwi Send cheque , Postal Order 
^ or ACCESS/VISA card details 

Evesham Micros Ltd 

63 BRIDGE STREET 
EVESHAM 
WORCS WR11 4SF 
© 0386-765500 

fax 0386-765354 
telex 333294 

Govt, educ. & PLC orders welcome 
Same day despatch whenever possible 
All goods subject to availability, E.&O.E. 
Open to callers 6 days, 9J0-530 

Also at: 1762 Pershore RdL, Cotteridge, Birmingham B30 3BH Td: 021 458 4564 


Disks & Boxes 


25 bulk packed 5.25" DS/DD disks with 
sleeves, write protect tabs and labels. 

Good quality and fully guaranteed, only.£13.95 

25 disks + box. Disks as above plus 

50 capacity lockable storage box, only. £22.95 

25 disks 4-100 box. As previous offer 

but with 100 capacity locking box.£24.95 

50 capacity box. Lockable storage unit 

for 5.25" disks with smoked perspex top.£10.95 

100 capacity box. Larger version. £13.95 


How to order from 



Phone us with your 
ACCESS or VISA 
card details on: 
S 0386-765500 




Ji 













































































































AMIGA EXTRA 



WIN A PORTABLE C.D. 


CARRIER COMMAND TIPPED 






























DRAGON 





Coming your way this side of the festive season is Dragonslayer from Swiss 
softhouse Linel, in which you play an adventurer charged with the task of 
defeating an evil dragon. This beast and his cohorts have taken over your 
once-idyllic land. Unless you can retrieve all the pieces of the ancient 
medallion which belonged to a powerful sorcerer, you’ll never be able to 
locate the dragon’s lair. And unless you find him, you’re hardly going to be 
able to fight him to the death. And if you don’t fight him to the death, well, 
the tragic inhabitants will have to keep on sacrificing their virgins to the 
monster. Described, perhaps inevitably, as a ‘state-of-the-art arcade 
adventure’, Dragonslayer will take you through many beautifully-drawn 
locations and past massive half-screen high sprites before your showdown 
in a 300 room castle. 







Mm 


mm 


The Bitmap Brothers’ first game, Xenon, was one of the major Amiga hits of 
the last twelve months, even being featured on TV’s Get Fresh. Now signed 
up by Image Works, it’ll be interesting to see whether their second, 
Speedball , can do similarly well for them. Featuring more of the Bitmap’s 
unmistakable metallic graphics, Speedball is a futuristic sport viewed from 
overhead in which, as well as tackling and scoring in a vaguely 
football-esque fashion, you also get the opportunity to blow the opposition 
away if you’re sufficiently nippy. With power-up tokens, brill graphics and 
mega sound this looks like a good tip for pre-Christmas honours. 


The follow-up to International Karate, IK-h promises to be even more nifty 
than its much-admired predecessor. Programmed by Archer Maclean (the 
man responsible for the IK series on the 64), and due for release on 
Activision this month, IK-h stars all 14 different moves from the original 
beat ’em up plus three brand new ones — a spine-bending backflip, the 
decidedly un-Queensbury Rules headbutt and the double head kick. There 
are two opponents to be taken on simultaneously, one or both of ’em under 
the computer’s control, ball-dodging bonus phases and any amount of neat 
graphic and sound touches to be savoured. And, of course, cheeky 
schoolboy types can always press T and watch the fighters’ trousers fall 
around their ankles ... 


SPEEDBALL 























































Come home, Hans Christian Anderson, all is forgiven! In Software Horizon’s 
forthcoming Luxor, you’ve got to battle your way through three levels of 
space ’n’ aliens in your trusty spaceship, blasting everything in sight and 
keeping your power bank in the black. Why are you undergoing all this 
hardship? To rescue a beautiful princess, of course! And if that wasn’t 
enough for y’all to take, successful completion of the game will bring about 
the appearnce of... gulp ... a fairy, who grants you a single wish! This 
slice of utter weirdness is due for imminent release. 


i it it h o «i ti H 


IHNMHIHHtl» ne g JUS 


Weil no-one can accuse Nebulus author lohn Phillips of slavishly sticking to 
jaded old game concepts. This conversion of his wonderful 64 game finds 
you guiding a small froggish creature named Pogo up a series of towers 
using steps and lifts. He must avoid the various bouncing eyes and slippery 
stairs designed to foil his quest to kill the revolving orbs and destroy the 
towers. What with all the Amiga’s enhancements adding to what was really 
rather a spiffing game on eight-bit, we imagine that quite a few of you will 
be purchasing this Hewson product on its release in October. 
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A unique blend of role playing and strategy combined 
^ with dazzling arcade sequences 

Now available for the C64 (Disk Only) £14.99 
JMSD 0|%0 already available for the 
■A. / Amiga £29.99 
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Logotron 
Price: £24.95 


Star Goose — something of 
a turkey after Star Ray. 

The goose that lay eh the 
square egg. 


T he authors of Firebird's Black 
Lamp, Steve Cain and GP 
'Kenny' Everett, have put their 
heads together again to produce 
Logotron's latest shoot 'em up, the 
unusually titled Star Goose. 

The Star Goose of the title refers 
to the oddly-shaped craft which the 
hero of the piece, one Mr Scouser- 
Gitt, has to pilot over the geodesic 
landscape of Nom in his search for 
the Nommians' jewels. 

After being dropped from a 
mothership the first of three Star 
Geese begins the negotiation of the 
vertically scrolling Nommian 
landscape. Made up of angular 
sloping hills and valleys, the Star 
Goose hugs the contours of the 
ground as it moves along, altering 
its orientation as it does so. 

The Nommian defences are made 
up of gun emplacements, static 
mines and small fighter craft which 
whizz around the landscape. The 
surface of Nom is also littered with 
hazardous liquid-filled pools into 
which the Geese can fall and are 
destroyed. 

The current Star Goose has shield, 


fuel, ammo and missile supplies 
which are constantly drained during 
play. Shields, fuel and ammo can be 
replenished by flying into the 
corresponding entrances which are 
guarded by a blue metal face whose 
mouth opens to allow the Goose 
access. 

A tunnel is then entered which has 
a series of large eyes dotted along 
its inner walls. The Star Goose can 
be manoeuvred around the tunnel 
interior and collecting the eyes 


progressively restocks the supply in 
question. Missiles are simply 
collected by flying through 
gateways along the route. 

At first sight, Star Goose looks 
quite interesting, and the way in 
which the craft follows the contours 
of the ground is really captivating. 
Unfortunately, the gameplay fails to 
fulfil the promise of the graphics (is 
this becoming a trend on the 
Amiga?) and you're left with a shoot 
'em up of very little variety, and one 
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or two annoying design faults. 

The aim of each level is to collect 
six differently coloured jewels, and 
then re-enter the portal from which 
the Star Goose appeared. A similar 
but more fiercely defended 
landscape is then entered, and the 
process repeated. 

Destroying many of the obstacles 
and emplacements is made difficult 
by dint of the fact that the Goose can 
only shoot objects on the same level 
as itself. Your bullets fly uselessly 
into the air or simply hit the ground 
when moving up and down slopes, 
respectively. So gun emplacements 
sitting on top of small hills are 
almost impossible to shoot—you 
usually end up ramming it and 
wasting your shields. One could 
then argue that this is a job for the 
missiles—but guess where the 
missile fire buttons are? Yes! On the 
keyboard — and it's not even one 
key — you have to prime and fire the 
twin missiles individually using the 
'A' or 'Alt' keys. A minor quibble, but 
one which I found really annoying, 
considering the precision needed to 
guide the Goose in the first place. 

As the hero says in the intro:'... 
they're so boring. If you've scrolled 
over one planet blasting away at 
God-knows-who, you've scrolled 
'em all'. I couldn't agree more, you 
Scouser-Gitt. 

Steve Jarratt 































































































TIGER MAIL ORDER 


TRYBRIDGE 

SOFTWARE DISTRIBUTION 


TITLE 

CBM 64 TITLE 

CBM 64 


CASS 

DISK 

CASS 

DISK 

ACE 2 

6.50 

995 KNIGHTGAMES2 

9.95 

9.95 

AAARGH 

6.95 

995 KNIGHTORC 

9.95 

9.95 

AMERICAN CIVIL WAR 


14.25 LIVE AMMO 

6.50 

9.95 

ALLSTARS (EDGE) 

6.00 

LAST NINJA 

6.50 

9.95 

ALIEN SYNDROME 

6.50 

9 95 LAST NINJA 2 

8.50 

9.95 

ADVTACT FIGHTER 

6.50 

995 LAZER SQUAD 

6.95 

9.95 

ARCADE ALLEY 

6.50 

9.95 MARAUDER 

6.95 

9.95 

ARCTIC FOX 

6.95 

10.45 MICKEY MOUSE 

6.95 

9.95 

APOLLO 18 

6.95 

10.45 MADBALLS 

6.00 


AIRBORNE RANGER 

10.45 

13.95 MAGNIFICENT 7 

6.50 

12.95 

ARMY MOVES 

3.50 

MINDFIGHTER 

9.95 

13.95 

ARCADE FORCE FOUR 

6.50 

9.95 MORPHEUS 

9.95 

11.95 

ATHENA 

3.50 

MATCH DAY 2 

6.00 

9.95 

ARKENOID 2 REVENGE 

6.00 

9.95 MEGA APOCALYPSE 

6.50 

9.95 

BATTLEFRONT 


14.25 MUSIC SYSTEM 

10.00 

30.00 

BATTLE IN NORMANDY 


14.25 MINI PUTT 

6.95 

10.45 

BEACH BUGGY SIM 

1.75 

MAGNETRON 

5.95 

9.95 

BOMBJACK 

1.75 

19 BOOTCAMP 

6.95 

9.95 

BRAINSTORM 

1.75 

NIMITZ 

6.95 

10.45 

BATTLE VALLEY 

2.75 

NIGEL MANSELL GP 

6.95 

10.45 

BEYOND ICE PALACE 

6.50 

9.95 NEBULUS 

6.50 

9.95 

BLOOD BROTHERS 

6.50 

10.45 NOW 5 

6.50 


BIONIC COMMANDO 

6.50 

9.95 NORTH STAR 

6.50 

9.95 

BAD CAT 

6.95 

9.95 NODES OF YESOD 

2.00 


BEST OF ELITE VOL 1 

4.50 

OPERATION WOLF 

6.00 

9.95 

BOBSLEIGH 

6.50 

OUTRUN 

6.50 

9.95 

BARBARIAN 1 &2 

6.95 

10.45 OH NO 

2.75 


BLACKLAMP 

6.00 

9.95 PETER BEARDSLEY 

6.95 

9.95 

BEDLAM 

6.50 

9.95 POWER PYRAMIDS 

6.95 


BUGGYBOY 

6.50 

9.95 PATTON VS ROMMEL 

10.45 


BARDS TALE 1 & 2 

6.95 

10.45 PANDORA 

6.50 

9.95 

BARDS TALE 3 


10.45 PACLAND 

6.00 

9.95 

BANGKOK KNIGHTS 

6.50 

9.95 PLATOON 

6.50 

9.95 

BUBBLE BOBBLE 

6.00 

8.95 PREDATOR 

6.50 

9.95 

BLOOD VALLEY 

6.95 

9.95 PSYCHO PIG UXB 

6.95 

9.95 

BOUNCES 

2.00 

PINK PANTHER 

6.50 

9.95 

B'DASH CON KIT 

5.00 

PHM PEGASUS 

6.95 

10.45 

CAARIER COMMAND 

9.95 

13.95 PAWN 


13.95 

CARRIERS AT WAR 


14.25 PIRATES 

9.95 

13.95 

CHUBBY GRISTLE 

6.95 

POWER AT SEA 


10.45 

CROSSWIZE 

6.00 

9.95 PAPERBOY 

3.00 


COMBAT SCHOOL 

6.00 

8.95 RACE AGAINST TIME 

4.95 


CHAMPSPRINT 

6.50 

9.95 ROAD BLASTERS 

6.95 

9.95 

CALIFORNIA GAMES 

6.95 

995 RIMRUNNER 

6.00 

8.95 

CYBERNOID 

6.95 

REACH FOR THE STARS 


14.25 

CHUCKYEAGER 

6.95 

10.45 ROMMEL 


14.25 

CHESSMASTER 2000 

6.95 

10.45 RAMPAGE 

6.50 

9.95 

DALEY THOMPSON 88 

6.00 

9.95 RASTANSAGA 

6.50 

9.95 

DARK SIDE 

6.50 

9.95 ROADWARS 

6.50 

9.95 

DREAM WARRIOR 

6.50 

9.95 RYGAR 

6.00 

9.95 

DEFLEKTOR 

6.95 

9.95 ROLLING THUNDER 

6.95 

9.95 

DESOLATOR 

6.95 

9.95 RENEGADE 

6.00 

9.95 

DEJAVU 


13.95 RINGWARS 

6.50 

9.95 

DRILLER 

9.95 

13.95 RED OCTOBER 

9.95 

13.95 

DEFENDER OF CROWN 

8.95 

1195 REVS + 

6.50 

9.95 

DEMON STALKER 

6.95 

10.45 ROBIN OF WOOD 

1.50 


DARK SCEPTRE 

6.00 

8.95 SALAMANDER 

6.25 


DRAGONSLAIR 1 or 2 

3.00 

SUMMER OLYMPIAD 

6.50 

9,95 

DRUID 

2.00 

3.00 SOLDIER OF LIGHT 

6.50 

9.95 

EDDIE EDWARDS SKI 

6.50 

9-95 SKATECRAZY 

6.95 

9.95 

EMPIRE STRIKES BACK 

6.50 

9.95 SALAMANDER 

6.25 


EUROPE ABLAZE 


14.25 SAMURAI WARRIOR 

6.00 

9.95 

EURO 5 ASIDE 

1.75 

STAR WARS 

6.50 

9.95 

ECHELON 

6.95 

9.95 SIDEARMS 

6.95 

9.95 

ENLIGHTENMENT 

2.95 

4.95 STREETFIGHTER 

6.95 

9.95 

ELITE 6 PACK 1 OR 2 

6.50 

9.95 SINBAD& THRONE 


9.95 

ENDURORACER 

6.50 

9.95 STUNTBIKESIM 

1.75 


ELITE 

9.95 

11.95 SUPER ICE HOCKEY 

5.00 


EYE 

2.95 

4.95 STRIP POKER 2 

6.95 

9.95 

EARTH ORBIT STATION 


12.95 STREET BASKETBALL 

6.95 

9.95 

4TH& INCHES 

6.95 

9.95 SOLID GOLD 

6.95 

9.95 

FLYING SHARK 

5.00 

9.95 STARGLIDER 

9.95 

11.95 

FRANKBRUNO 

1.75 

SENTINEL 

2.95 

3.95 

FLASHPOINT 

6.00 

9.95 SIDEWIZE 

3.00 


FRIGHTMARE 

6.50 

9.95 SILENTSERVICE 

6.50 

9.95 

FIREFLY 

6.00 

9.95 SUPERSPRINT 

6.50 

9.95 

FOOTBALL DIRECTOR 

6.00 

SILICON DREAMS 

9.50 

9.95 

FI 5 STRIKE EAGLE 

6.50 

9.95 720° 

6.95 

8.95 

FOOTBALL MANAGER 

2.95 

6.95 SHOOTEMUPCONKIT 

9.95 

13.95 

FOOTBALL MANAGER 2 

6.95 

9.95 STEALTH FIGHTER 

9.95 

13.95 

FIVE COMPUTER HITS 

3.50 

SKATE OR DIE 

6.95 

10.45 

FUTURE KNIGHT 

2.00 

6 PACK VOL 1,2 OR 3 

6.50 

9.95 

FREDDY HARVEST 

3.00 

SPY V SPY ARTIC 

2.00 


FLINTSTONES 

6.50 

9.95 3 STOOGES 


10.95 

FROSTBYTE 

2.00 

TEST DRIVE 

6.95 

10.45 

FIVESTAR 1,2 OR 3 

6.95 

TIMESCANNER 

6.95 

10.45 

GTGIANA SISTERS 

6.95 

8.25 TIME STOOD STILL 

6.00 

9.95 

G LINEKER SKILLS 

6.95 

8.95 TRAIN ESCAPE 

6.95 

10.45 

GUTZ 

6.00 

TO HELL & BACK 

6.95 

9.95 

GOTHIK 

6.00 

9.95 TANGENT 

2.75 


GAUNTLET 2 

6.50 

9.95 THE GAMES WINTER 

6.95 

9.95 

GOTHIK 

6.00 

TRIGGER HAPPY 

6.95 

9.95 

GUNSMOKE 

6.95 

8.95 TROLL 

6.50 

8.95 

GRYZOR 

6.00 

8.95 TIME & MAGIK 

9.95 

9.95 

GAME SETS. MATCH 

8.95 

11.95 TRACKSUIT MAN 

6.95 

9.95 

GARFIELD 

6.50 

TRANTOR 

6.95 

9.95 

GUILD OF THIEVES 


13.95 TARGET RENEGADE 

6.00 


GUNSHIP 

9.50 

13.95 THUNDERCATS 

6.50 

9.95 

HALLSOFMOTEZUMA 

14.25 

TERRAMEX 

6.50 

9.95 

HOPPINMAD 

6.95 

9.95 TETRIS 

6.50 

9.95 

HERCULES 

6.95 

9.95 TAIPAN 

3.50 


HEADCOACH 

2.95 

UNITRAX 

6.95 

9.95 

HEAD OVER HEALS 

3.50 

VAMPIRES EMPIRE 

6.95 

8.95 

HYPERBALL 

1.50 

VINDICATOR 

6.95 

9.95 

INFILTRATOR 2 

6.95 

9.95 VIRUS 

6.95 

9.95 

IO 

6.25 

9.95 VIXEN 

6.95 

10.45 

INT SOCCER 

6.50 

9.95 VENOM 

6.50 

9.95 

IMPACT 

6.50 

WIZRDWARZ 

6.95 

9.95 

JINKS 

6.95 

8.95 WORLD CLASS LEADERB 

6.95 

9.95 

JEWELS OF DARKNESS 

9.00 

11.95 WONDERBOY 

6.50 

9.95 

KONAMI COLLECTION 

6.50 

WORLD TOUR GOLF 

8.00 

9.95 

KNIGHTMARE 

6.50 

9.95 WIZBALL 

3.50 


KARNOV 

6.50 

9.95 WE ARE THE CHAMPS 

6.50 

12.95 


Please send cheque/PO/Access Visa No. and expiry date to: 
TRYBRIDGE LTD, 72 NORTH STREET, ROMFORD, ESSEX RM1 IDA 
Please state make and model of computer when ordering. 

P&P inc. UK on orders over £5.00. 

Less than £5.00 and Europe add £1.00 per item. 
Elsewhere please add £2.00 per item for airmail. 

TEL ORDERS: 0708 765271 


FAST AND FRIENDLY SERVICE IS OUR SPECIALITY 
SEPTEMBER PRICES 


TAPE DISK 

American Civil War V2 . 7 3.95 

Barbarian 2* . 6.95 9.95 

Bards Tale . 6.95 10.95 

Bards tale 3 . 12.95 

Battlefront . 13.95 

Battles in Normandy . 13.95 

Beyond the Ice Palace . 6.95 10.95 

Bionic Commando . 7.45 10.95 

Carriers at War . 13.95 

D. Thompson Challenge*... 6.95 10.95 

Dark Side . 6.95 9.95 

Desolator . 7.95 9.95 

Europe Ablaze . 13.95 

Football Manager 2 . 6.50 8.95 

Halls of Montezuma . 13.95 

Hawkeye . 6.95 8.95 

Hotshot* . 6.95 9.95 

Karate Ace . 12.95 

Last Nina 2* . 8.95 10.95 

Marauder . 6.95 10.95 

Micro Mud . 10.95 

Nigel Mansell's G.P . 6.95 10.95 

Night Raider* . 6.95 12.95 

Par 4* . 10.95 12.95 

Reach for the Stars . 13.95 

Rommel . 13.95 

Russia . 13.95 

Salamander . 6.25 

Skate Crazy . 7.95 10.95 

Street Sports Soccer* . 7.95 10.95 

The Empire Strikes Back . 6.95 9.95 

The Fury . 6. 9j 9.95 

The President is Missing . 9.95 

The Train . 6.95 10.95 

Track Suit Manager . 6.95 

Typhoon* . 6.25 9.95 

Wasteland . 10.95 

World Tour Golf . 6.95 10.95 

*AII new titles sent 


Aargh! . 

Army Moves . 

Barbarian 2* . 

Bards Tale 2 . 

Bermuda Project . 

Beyond the Ice Palace . 
Bionic Commando*.... 

Birdie* . 

Black Lamp . 

Buggy Boy . 

Carrier Command*.. 


PRICE 
... 12.95 
... 15.95 
... 12.95 
.... 16.95 
... 75.95 
.... 75.95 
.... 16.95 
.... 16.95 
...12.95 
.... 15.95 
. 15.95 


Championship Cricket .9.95 

D. Thompson O. Challenge* . 75.95 

Empire* . 16.95 

Ferrari Formula 1 . 16.95 

Football Manager 2 . 12.95 

Hotshot* . 12.95 

Ikari Warriors . 15.95 

Interceptor . 16.95 

Land of Legends* . 75.95 

Leathernecks . 12.95 

Mortville Manor . 15.95 

Obliterator . 15.95 

Platoon* . 75.95 

Scrabble Deluxe . 12.95 

Sky Chase* . 12.95 

Star Fleet . 16.95 

Street Fighter . 16.95 

Sub Battle Simulator . 

Summer Olympiad* . 

Tanglewood . 

Thundercats . 

Tracers . 

Wizball . 

World Darts . 

World Tour Golf . 

Zoom* . 

Zynaps* . 

on day of release 


16.95 

12.95 

12.95 

15.95 
15.95 

15.95 
.6.95 

16.95 

12.95 
..2.95 


Amiga 500 + T. V. Modulator or 

£60 (RRP) of Software . 389.95 

Amiga 500 + 1084 Colour 

Monitor . 589.95 

Amiga 500 Business Pack . 749.95 

Commodore 1084 Colour 

Monitor . 229.95 

Commodore 64C Olympic Pack .. 139.95 


Commodore 64C + 1541C II 
Disk Drive + 

Free Disks . 289.95 

Star LC10 Printer . 199.95 

Star LC10 Colour Printer . 229.95 

Quickshot II Turbo . 10.49 

Comp. Pro (clear) . 11.49 

Cheetah Mach 1 Plus . 10.99 

AND MANY MORE! IF YOU CAN NOT SEE WHAT YOU WANT, 

PLEASE TELEPHONE YOUR REQUIREMENTS ON: 0272-550075 

All prices include V.A.T. and postage in the U.K. E&OE. Overseas please add 75p per item for postage. 
For C.O.D. please send £10 deposit 
PLEASE MAKE CHEQUES OR P.O.'S PAYABLE TO 

TIGER MAIL ORDER 

86 Blackswarth Road, Redfield, Bristol BS5 8AS 
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☆ BROTHER HR10 PRINTER ☆ 


☆ BARGAIN BUYS ☆ 


LOOK! LOOK! LOOK 


☆ 30 CPS ☆ 9-pin dot matrix 

☆ Very quiet and lightweight 

☆ Epson compatible 

☆ Battery or mains 

☆ Thermal or ink print 

☆ Standard Centronics 

£49.95 plus £3.05 postage 

Mains Adaptor £2.95 with printer 


1551 DISK DRIVE £59.95 + £4.05 p+p 

(FOR THE +4) 

DPS 1101 Printer £99.95 + £6.05 p+p 

(Commodore dedicated) 


Robust, high quality DAISY 
WHEEL Printer. Available for 
Serial/Commodore 
Friction Feed and optional Trac¬ 
tor. Rec. Price £350.00 


£109.95 (Tractor Feed 

£9.95 Extra) Plus £5.05 Post 


UK HOME COMPUTERS 


82 Churchward Avenue, Swindon, Wilts 
Tel: (0793) 695034 


( 835 ) 












































































































# Screen Scene 




Hewson 
Price: £24.95 

J ust when I was beginning to 
feel that the left-to-right 
scrolling R-Type game format 
had been done to death, Zynaps 
comes along and proves me 
completely and utterly wrong by 
proving that there's still life in the 
age-old genre. Hewson's latest is 
one of the most colourful and 
certainly one of the most enjoyable 
shoot 'em ups yet to appear. 

If you can cast your mind back 
about nine months or so, you'll 
remember that Zynaps, 
programmed by Graftgold boys 
Dominic Robinson and John 
Cumming caused quite a stir on the 
64 when it was first released, and 
scooped a number of accolades, a 
CU Screen Star (most importantly). 

Zynaps is very much in the same 
mould as games such as 10 and 
Nemesis. The basic idea is to fly a 
spaceship through a series of left-to- 
right scrolling levels, shooting aliens 
and accumulating extra weapons as 
you go. The scrolling is set at a fixed 
rate, so you can't bottle out and 
head back half way through if the 
going gets too heavy (which it 
invariably does). 

The aliens that attack don't just 
float around the screen any old how. 
Each wave has it's own specific 
attack pattern, the most common 
being a bouncing caterpillar-type 
string of nasties. Unlike R-Type or 
Nemesis however, the order of the 
attack waves isn't preset and so 
there's no way of telling what kind of 
aliens will be the next to arrive on 
screen. As usual, disposing of them 
is just a matter of shooting them. 

The trouble is, the laser you're given 
at the start is a rather pitiful little 
weapon, and there's no way you 
could possibly get through the 
entire game without trading it in for 
something a bit deadlier. This is 
done by shooting a wave of 
marauding aliens, which leaves 
behind a glowing power-pod. 
Collecting this with the fire button 
held down will activate the weapon 
currently depicted in the status 
display. If you want to advance to 
higher levels of weapon, however, 
the way to go about it is to collect a 
few pods without the fire button 
held down. Each time you do this, 
the 'current weapon' icon will 
advance to the next inline. When 
the one you want appears, just make 
sure the fire button is down when 
you collect the next capsule. 

There are about five power-ups 
available, including the obligatory 
speedup and bomb, and my 
personal fave, the super homing 
missile, which appears at the end of 
the weapons list. Collect a couple of 
these, and you've got virtually 
nothing to worry about. “By 'eck, 


them ★!#%ers don't mess about, 
do they?'' said big Nige Taylor, CU's 
Yorkshire pudding of an Adman as 
several extremely lethal missiles 
burnt across the screen, locking on 
and burning to a crisp every alien 
mutha on the screen in one go. 

Each level is about eighty squillion 
screens long (well at least that's 
what it seems like) and guess what 


lurks at the end of each one... Yes, 
you got it, a big mean mothership. 
Actually, they aren't that much of a 
problem to wipe out, as long as you 
can survive the bullets and mines 
they throw at you long enough. 
When the mothership finally blows, 
your score is given a quick boost 
and you progress to the next level. 
There are about 14 in all, and begin 


to reach the'eat your own 
underpants' degree of difficulty at 
about level four, when the game 
area starts to get so amazingly 
narrow that it's hard enough to get 
through even without any aliens! 

Zynaps is terrific. It's certainly the 
best of the Nemesis bunch so far, 
boasting some exquisite backdrops 
and sprites, particularly in the later 
stages and credit must go to the 
talented Pete Lyon for designing 
them. 

Gary Whitta 

STARTING 

UP 

★ Don't collect more than one 
speedup. Doing so makes the 
control too sensitive and so it's 
easy to oversteer and hit a wall. 

★ Go for the super homing 
missile straight away. Once 
you've got it, collect another. 

Once you've got two, just keep 
stabbing the fire button and 
you'll hardly have to worry 
about aliens at all for a while. 

★ On level two, don't try to shoot 
the asteroids, they're invincible. 
Avoid them and stay away from 
the edge of the screen. 

★ Don't bother collecting the 
bomb. It's only useful on ground 
installations, which very rarely 
appear. 


MIG 
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Socket 


A sk anyone to name 

something that the 1940s 
are best remembered for, 
apart from the Second World War, 
and the chances are the reply you'll 
get will be the old Republic Cinema 
Serials which captivated Saturday 
Morning audiences both young and 
old and on both sides of the Atlantic 
for many a year, and still have a cult 
following today. One of the most 
popular of these was King Of The 
Rocket Men, which followed the 
hero, Commando Cody as he 
jetpacked around the world, 
thwarting evil criminals and duffing 
up Nazis. Rocket Ranger\s an 
attempt by Cinemaware to capture 
the old magic of these serials, and 
the end result is better than anyone 
could have hoped for. 

The storyline of Rocket Ranger is 
suitably corny and presented in the 
form of a wonderful graphic 
opening sequence at the start of the 
game. The year is 1940 and Cody, a 
US Engineer serving at Fort Dix is 
working late one night when, after a 
mysterious blinding flash, he finds 
an assortment of wonderous rocket 
equipment on his desk. The 
accompanying booklet tells a 
terrifying story of a world 100 years 
distant, in which the Nazis have won 
the war, conquered the entire planet 
and now rule over it with their own 
barbaric form of 'government'. 

In an attempt to stop this 
horrifying eventuality, agents from 
the future have sent the equipment 
back through time in the hope that 
some brave soul will take on the role 
of Rocket Ranger, and single- 
handedly thwart the Nazi's plans. 

After the opening sequence, the 
game proper begins at Fort Dix, 
where Cody plans out his mission. 


Price: £29.99 
Mirrorsoft/Cinemaware 


Before he can go anywhere, he must 
report to the War Room, where five 
top secret agents are sent around 
the world, gathering intelligence on 
the Nazis plans. The first piece of 
information you'll get is from your 
agent in Germany, who informs you 
what the Fascists are up to. Their 
plan, devised by the evil Colonel 
Leermeister, is to crush the allied 
forces using a new form of bomb 
powered by Lunarium, a rare 
mineral found only on the Moon. To 
get the Lunarium from mines on the 
moon, the Nazis are brainwashing 
women, turning them into zombie¬ 
like slaves, and sending them to the 
moon to mine the Lunarium. 

To stop the Nazis before they can 
realise their diabolical plan, Cody 
must collect five individual sections 
of space rocket, each held at a secret 
Nazi base. Once he has all five, he 
can piece them together and fly to 
the Moon, where he can attempt to 
destroy the Lunarium mine. To find 
the rocket bases, Cody must 
position his agents around the world 
via a map screen which uses icons 
to show where each agent is. To 
look for a rocket base, position an 
agent in a country and wait for him 
to report back with his findings. 
Sometimes the country will be clean 
while another time it may hold a 
rocket base, a secret Nazi Lunarium 
plant, or a number of assorted Nazi 
hideouts, such as the brainwashing 
complexes or munitions dumps. 
Once an agent has found a base, he 
can be transfered to another country 
and another mission (providing 
Leermeister hasn't found him and 
had him shot that is!). As soon as 
Cody has some useful information, 
he had better act on it and fast, as 
the Zeppelin bombing fleet gets 


4NF 


nearer every day. Should Cody stay 
at Fort Dix for more than a year, he's 
Court Martialled for cowardice, and 
rightly so. 

Using a code wheel supplied with 
the game, the rocket pack can be 
loaded with the right amount of 
Lunarium to travel to the destination 
country. Taking off from Fort Dix is a 
tricky procedure that takes time to 
master. Cody runs from left to right 
across the parade grounds, and the 
joystick button must be pressed 


Cody limbers up for takeofl. 

each time his feet hit the ground to 
build up speed. When he is running 
fast enough, his rocket pack bleeps 
and pushing up on the stick will 
propel him skywards. Should the 
button presses be out of synch with 
Cody's footsteps, the rocket pack 
coughs and wheezes and Cody falls 
flat on his face. If this happens three 
times, Cody takes off automatically, 
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The Prof and his daughter 
are saved from the 
clutches of the evil Nazis. 


Electricity. Energy for death. 








but at the expense of two months' 
training time. 

After takeoff there's a short 
graphic sequence that shows Cody's 
flight over a world map before he 
reaches his destination. When he 
finally gets there, there'll be any one 
of four different kinds of battle 
awaiting him. For example, if Cody 
arrives at a country occupied by a 
Nazi complex such as a bomb 
factory or brainwashing plant, a 
Space Harrier type game has to be 
played. A rear view of Cody is given 
as he flies high above the clouds and 
is assaulted by a crack squadron of 
Nazi planes. The planes attack in 
waves, and in many different kinds 
of formation, firing at you as they 

▼ Find this one in the game 
if you can. 


pass. Cody can take two direct hits 
from the fighters, but a third will 
cause his rocket pack to cut out, and 
he'll be forced to parachute to a 
nearby country. Fortunately he's 
carrying protection in the form of a 
deadly rapid fire radium pistol that 
kills 100% of all known fascists dead 
with just a single shot. If Cody 
manages to knock out the entire 
squadron, he automatically 
completes the mission in hand, and 
the result is displayed as a text 
screen, detailing exactly what Cody 
has achieved and how much Nazi 
efficiency has suffered. Slowing 
down the Nazi war machine is the 
key to winning the game, as should 
they attain 100% efficiency they win 
the war outright. 

Flying to a country that houses a 
rocket base sees Cody engage in 
hand-to-hand combat with a 
German guard as he battles to steal 
a piece of rocket. To defeat the 
guard, Cody must reduce the 
guard's energy level to zero by 
continually punching him. The 
guard is normally defensive and just 
concentrates on blocking Cody's 
punches, so Cody must be alert, 
punching the guard in the head 
when he blocks his body and vice 
versa. The guard will from time to 
time have a jab back at Cody, so he 
has to be ready to block as well, or 
he'll get duffed over by the guard 
and be captured. 

When the guard's energy reaches 
zero, he falls back against the wall, 
hitting his head on a control panel 
and opening a steel door that slides 
back to reveal one of the elusive 
rocket parts which is then smuggled 
back to Ford Dix by your friends in 
the local resistance. The first part is 
a walkover to win, but the rest is not 
so easy, as the soldiers who guard 


Rocket Ranger is a BIG game. So big in 
fact that, like previous Cinemaware 
games it fills up two disks. Fortunately 
here at CU we've got an external disk 
drive, so the need for the tiresome task 
of disk-swapping was eliminated. 
Although Mirrorsoft's Cathy Campos 
ensures us that disk-swapping has been 
kept 'to a minimum' on single drive 
Amigas, it might be wise for those who 
aren't blessed with such luxuries as 
external drives or extra memory to take 
a look before splashing out. 


them get progressively tougher. 

As you fly about the world 
gathering rocket parts, Cody's 
Lunarium supply begins to get low, 
so it must be replenished by raiding 
the Nazi Lunarium plant. With any 
luck Cody's secret agents find it 
quite early on in the game (it's 
normally found somewhere in 
Africa) and he can then raid 
Lunarium from it himself or receive 
it in small amounts as it's stolen by 
partisans. The Lunarium base is 
heavily guarded by Anti-aircraft 
guns, so a night attack is necessary. 
Zooming over the base in the same 
Space Harrier fashion as described 
earlier, Cody must knock out all the 
ack-ack guns with his radium pistol 
while avoiding the flak they throw at 
him. 

Aside from the main mission of 
acquiring rocket parts and stealing 
Lunarium, there are a couple of sub 
missions that must be undertaken if 
the Nazis are to oe stopped, the first 
being to stop Professor Barnstorff 
and his voluptuous daughter Jane 
from being kidnapped and sent to 
the moon, where the Prof would be 
forced to use his scientific 
knowledge to speed up Lunarium 
production. To stop them reaching 
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James Bond time as your secret 
agents scour the world. 




the moon, Cody has to fly to the 
Atlantic, where a zeppelin is taking 
them to the Fatherland. Yet more 
Space Harrier frolics here as Cody 
chases the zeppelin, avoiding the air 
to air missiles and trying to shoot 
the gondola section at the base of 
the airship. Missing the gondola and 
hitting the airship itself will cause it 
to blow up and the mission will have 
failed. Successfully hitting the 
gondola will see off the Nazi 
gunners, allowing Cody to board. 
However, the mission isn't 
completed yet, as the Prof and Jane 
have no idea who Cody is and won't 
allow him to get at the airship's 
controls unless he can convince 
them by choosing the right things to 
say to them for a selection of set 
phrases. 

If Cody can stop the Nazis from 
getting the Prof to the moon, he can 
buy enough time to get the rocket 
parts assembled so he can fly to the 
moon where the final battle takes 
place. With Radium pistol in hand, 
Cody faces the female lunar zombies 
scantily clad in leather hip-boots 
who drop down from ropes and 
strafe him with laser fire. Cody has a 
limited time to destroy all the female 
zombies by blasting them with his 


gun before the exposure to the 
Lunarium causes him to black out 
(Lunarium affects men but not 
women, which is why the Nazis are 
using them as slaves). Shooting 
them all before time runs out brings 
Lunarium production to a halt, 
thwarting Leermeister's plans and 
saving the free world as we know it. 

Rocket Ranger \s quite simply a 
brilliant game. Cinemaware, after 
much experimentation have at last 
produced a game that truly 
combines state of the art aesthetics 
with gameplay to match. The 
strategic side of the game such as 
positioning your agents and 
gathering intelligence is absorbing, 
and all the arcade sequences, 
particularly the fight with the guard 
and the shoot-out on the moon are 
so good they'd make commercial 
quality games on their own! As 
usual, presentation is exemplary. 
The film-style opening sequence is 
atmospheric and there are some 
excellent set-pieces such as the 
takeoff sequence and the secret Nazi 
transmissions picked up on Cody's 
wrist monitor. The graphics are far 
better than anything Cinemaware 
have produced before, and the 
screenshots here should convince 


you of that. Sound is of a similarly 
high quality with plenty of tunes and 
exquisite sampled effects. Just 
listen to the fist fight for some real 
bonecrunching punch sounds! What 
little speech there is is well executed 
— far better than the crackly 
samples heard in The Three 
Stooges. 

What makes Rocket Ranger such a 
great game is the way all the 
different ideas hang together, 
making an overall product that is by 
far the most fun I've had with my 
Amiga all year. 

Gary Whitta 


Cody contemplates life , the Universe and rocket packs. 



See what you can do with a squeezy bottle and a toilet roll tube if 
you put your mind to it? 


ROCKET RANGER 
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THE WeW CU 8NWZ! 


Improve your 
environment! Don't 
leave your CU's 
scattered over the 
bedroom floor. Get 
a binder and keep 
'em nice and neat. If 
you don't you might 
just bump into this 
lot in a dark alley 
one night and they 
just might want to 
know why you 
didn't take their 
advice. 



Please Send Me_Binders at £4.95 each including postage and packing 

I enclose a cheque/postal order for £--- 

Please debit my Access/Visa Account Number- 

Amount £_Expiry Date-- 

Signed-—--- 

Name -—--- 

Address-—--- 

_Post Code__ 

Please make cheques payable to EMAP Business & Computer Publications Ltd. 

Allow 28 days for delivery. Return to: 

COMMODORE USER Binder Offer, 14 Holkham Road, Orton Southgate, 

Peterborough PE2 OUF 






















Logotron 
Price £24.95 


Q uadralien, Logotron's 
second release after Star 
Ray bears a slight similarity 
to other games in the ageing 
Gauntlet genre, insofar as it's a multi 
directional scrolling affair viewed 
from above. In true corny plot 
fashion, Quadralien is set in the 
distant future and takes place on a 
huge computer controlled energy 
base in deep space by the name of 
Astra. For some unknown reason, 
the computers that run the base 
have shut down and subsequently 
the base is dangerously close to 
meltdown. Your mission is to stop 
the reactor from melting down and 
destroy the mother alien in the 
central reactor. 

Fortunately, you don't have to 
travel to the base yourself. Instead 
you're given two droids (from a 
possible choice of six) to do your 
bidding by remote control. Each 


QUADRALIAN 























































































droid has its own specific strengths 
and weaknesses, and learning 
exactly what they are is part of the 
key to success. 

As part of the computer 
malfunction, all the levels of Astra 
apart from level one have been 
sealed, and progression to the 
higher levels is achieved by 
reaching a certain score, whereupon 
you are allowed access to the next 
one. If you can't be bothered to go 
about solving the puzzles in the 
game, you can simply blast 
everything you see with your lasers 
until the target score is reached. This 


however is a time and energy 
consuming process, so the best way 
to actually complete the game is to 
set about actually sorting out the 
problems on each level in turn. The 
puzzles are of a fairly simple nature 
and require more dexterity than 
strategic thought, due to the game's 
arcade overtones. For example 
temporarily slowing down the bases 
rapidly rising temperature is done 
simply by nudging up against a 
barrerl of cooling fluid and pushing 
it down a chute. 

Completing the mission is not just 
a case of methodically dropping 


One of these is not like the others. . . 



barrels down holes and blowing up 
doors though. There are Quadralien 
nasties lurking about which pose 
problems all of their own, while 
there are certain parts of the floor 
that must be avoided, such as the 
earthing boxes that immediately 
drain a droid of ail its power should 
it stumble onto one. Fortunately 
there are places where hapless 
droids can take a sort of pit-stop in 
order to refresh themselves. The 
information consoles allow you to 
recharge your batteries, clean any 
radioactivity from you and gain 
information on the current level's 
features. 

Quadralien is a bit of a letdown 
after such an impressive debut 
release. It seems to me that the 


designers have tried to produce 
something completely original, and 
they deserve credit for that alone. 
However, the game has been very 
poorly executed, and the end result 
is something of a disappointment. 
Badly defined sprites and backdrops 
accompanied by extremely shaky 
scrolling all helped to put me off 
from the very start, as did the 
terribly depressing music (probably 
Dave Whittaker's worst so far). 
Gameplay suffers quite seriously as 
a result of these cosmetic 
shortcomings, and because of this 
the overall product falls 
uncomfortably between mediocre 
and dire. Give it a miss. 

Gary Whitta 
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TANGLEWOOD 


Microdeal 
Price: 24.95 

A fter wading through the 

small booklet that forms the 
instructions for 

Tanglewood , I finally managed to 
come up with a short version of a 
long-winded plot. Your uncle who 
claims to have the sole mining 
writes to the planet T'ngly-y-wd is 
being muscled in on by some big 
men who know about the valuable 
gems scattered about the planet. 
These nasty men have also stolen 
the documents that prove that your 
uncle has sole ownership. What you 
have to do is to find the documents 
and hand them back to their rightful 
owner. 

It all sounds pretty easy, if it 
weren't for the fact that you can't 
actually go down to the planet. 
Something about the temperature 
or some such mutterings. So what 
you have are five different types of 
mining robots, called Mobiles 
through to 5, and it's with these that 
you have to carry out your duty. 


The whole game is controlled 
through a cockpit/control panel and 
a large window on the world. 

Viewed from above, it's at this point 
you notice how crude, almost 
childish, all the graphics are. 

Though it looks like a'true' 
overhead view, a quick examination 
show it to be nothing more than a 
series of icons laid next to one 
another. In fact, large though it is, 
the landscape is very bland, with 
just a dozen icons being repeated 
over and over again, to represent 
bushes, wastebins, buildings and 
paths. This would have just been 
acceptable on the 64, maybe, but on 
the Amiga? 

The five mobiles are controlled by 
moving a pointer into the map area 
(if using a joystick) and clicking. 
Movement with the joystick is 
relatively easy. Just push the 
joystick in the required direction. 
Mouse control, however, is 
incredibly tetchy. When you click, 
you have to imagine that the pointer 
is in the centre of a four pointed star 
and move the mouse along the arms 
of it to move the mobile. 


Unfortunately, the greatest distance 
from the centre has priority, which 
means that, if you move the pointer 
up the screen 100 pixels, and you 
then want to go right, you have to 
move the pointer more than 100 
pixels to the right, which means that 
distances get greater and greater, 
making the game more than slightly 
unplayable. 

Around the edges of the map are 
switches and dials. These show you 
the outside temperature (a waste of 
time, I thought, as it doesn't seem to 
affect you at all) and the amount of 
energy your mobile has. The 
switches are there to perform 
mundane functions like quit game, 
save game, sound off and the like. 


Also there's an interesting switch 
that tells you where you are. The 
funny thing is that, no matter where 
I was, it always said 'On a path'. 

After playing Tanglewoodtora 
while, I began to feel that I was 
going round and round in circles. 
After playing a bit longer, I still 
found I was getting nowhere. 
Tanglewood is just another one of 
those games that can claim to have 
billions of different screens, but 
makes no claim that there's 
anything in any of them. If you want 
a game that in any way show you a 
little of what your Amiga is really 
capable of, then look elsewhere. 


Tony Dillon 
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ASL 

Amiga 

Price: 

£14.95 disk 

T he title of ASL's latest Amiga 
release is somewhat 
misleading, since it has little 
to do with fairground slides, Beatles 
lyrics or mass murders (read the 
book of the same name). Frustration 
is really the name of the game for 
this jolly little test of dexterity will 
probably leave you a gibbering 
wreck with teethmarks in your 
joystick (eek!). 

Taking control of a bouncing ball, 
your aim is to progress from screen 
to screen by eliminating the strange 
monsters inhabiting the platform 
infested landscapes. This is 
achieved by blatting them on the 
head with the ball. Sounds simple 
enough. The problem lies in the fact 


that you have to remove the 
creatures in order, as signified by a 
large arrow pointing at the next one 
for the chopping block. Should you 
blat another by mistake, it splits into 
two smaller monsters who scurry 
around with added vigour, 
increasing your hit list by one. 

Still sounds simple, doesn't it? 
Yes, well the real trouble starts in 
guiding your rubber sphere around 
the screen. The ball constantly 
bounces, and its efforts are simply 
reduced (by pressing fire on the 
ascent) or increased (by pressing 
fire on the descent). This strange 
control method takes a good few 
games to get to grips with, but once 
mastered doesn't prove too bad. 
However, the combination of 
devious platforms, reproducing 
monsters, a wildly bouncing ball 
AND a 20 second time limit really 
puts the pressure on! 

It's not all doom and gloom, 
though: there are a number of 
useful bonus items that appear on¬ 


screen and are collected on contact. 
These include extra time, energy, 
and score, plus an extremely useful 
warp, giving instant access to the 
next screen. 

There are 80 pre-defined 
landscapes to be cleared, plus 48 
screens on which the more 
imaginative of you may vent your 


So which of ’em is 
Charles Manson? 


artistic (or masochistic) tendencies 
by designing your own layouts. 
There's also a code-access system 
which enables you to enter the later 
levels without having to 
continuously play through those 
ever-so-familiar early ones. 

Hardly the stuff of 16-bit wet 
dreams, but what IS there is very 
colourful, extremely smooth, and 
easy on the ears. A bit steep at 
fifteen quid, mind you, but Helter 
Skelter does provide some 
entertainment—with a large dose 
of irritation for good measure. 

Steve Jarratt 
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Epyx 
Price: £24.95 

E pyx's contribution to the 
small but popular genre of 
submarine simulations is Sub 
Battle Simulator. 

As in Silent Service, the game is 
set in World War II, in the Pacific 
Ocean. At the outset of the game 
you're given a selection of different 
game types of varying levels of 
difficulty. There are 60 missions to 
attempt as well as the option to 
indulge in a spot of target practice. 

The game itself is presented very 
much more like Red October than 
Silent Service, as the whole game is 
controlled from just one screen. The 
majority of the screen display is 
given over to the various gauges, 
maps, dials and switches while the 
top-right hand corner allows you to 
view the outside world directly 
through either the conning tower, 
periscope or binoculars, which are 
useful for viewing things close up. 

Missions vary greatly in terms of 
description and complexity, but all 
of them will involve you coming into 
contact with the enemy sooner or 
later. Combat is a simple affair of 
firing torpedoes and deck guns at 
targets until they sink. The enemy 
doesn't really prove a worthy 
adversary until later missions so 

That sinking feeling. . . 


SUB BATTLE 

SIMULATOR 


things can become rather boring, 
especially when you consider how 
long it takes for your sub to travel 
any noticeable distance. Combat has 
been spiced up slightly by the 
inclusion of enemy fighters that 
attack quite often but are easily done 
away with with a quick burst of 
anti-aircraft fire. 

As in the other two sub games, 
there is some need for strategic 
thought such as remembering to 
transfer and reload torpedoes when 
all the tubes are empty, knowing 
when and when not to dive, and 
calculating exactly when to fire a 
torpedo, taking into account the 
speed, range and heading of your 
target. 

Sub Battle Simulator scores over 
Silent Service and Red October in 
some respects, but it is vastly 
inferior in most others. It is certainly 
a great deal more authentic and 
boasts some very well-defined static 
graphics. Unfortunately, Epyx seem 


to have gone a bit over the top with 
the sampled sound effects, and the 
end result means having to wait 
about ten seconds for the sampled 
sound to load from disk every time 
you want to fire the deck guns or 
dive. Also there's very little variation 


in gameplay, and this is all down to 
bad game design and sloppy 
execution. Sorry guys, but as far as 
I'm concerned, Silent Service is still 
the definitive subsim. 

Gary Whitta 
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ONLY 


FEATURES 

❖ One year guarantee 

❖ 880K formatted capacity| 

❖ Very quiet 

❖ Slimline styling 

❖ Throughport 

❖ Fully compatible 

❖ Suits A500 or A1000 

❖ Top quality Citizen 
drive mechanism 

❖ Long cable for location 
left or right of computer I 


£ 89.95 


inc. VAT 


STOP! 

STOPI 

STOP! 

Why pay more? 

We cart supply you 
this ultrd neat, 
high quality 
Amiga 2nd 
dfiviibr 
ah ultra 
low price 


All prices VAT/delivery inclusive. Next day deliv ery £5.00 extra . 


rarg^ftrTTTrri^^ 

163 BRIDGE STREET 
i EVESHAM 
’ WORCS WR11 4SF 

Tel: (0386) 765500 


How to order 

Send cheque P.0, or ACCESS/VISA details 
Phone with ACCESS VISA details 
Govt., educ. & PLC official orders welcome 
Same day despatch whenever possible 
Callers welcome, open 6 days 9.30-5.30 
All offers subject to availability, E.&O.E. 

TELEX: 333294 FAX: 0386 765354 

ALSO AT: 1756 PERSHORE RD., COTTERIDGE, BIRMINGHAM, B30 3BH TEL: 021 458 4564 


CUT THIS OUT AND GlVf IT TO YOUR NEWSAGENT 

[NEVER 
i AGAIN! 

I 

I Please Mr. Newsagent; reserve me a copy of the 
I ever-popular COMMODORE USER every month. 

■ Name -—- 

I Address -—- 
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OFFSHORE WARRIOR 
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Titus 

Price: £24.95 


F ollowing in the footsteps of 
their two previous attempts at 
a 16-bit racing game, the 
reasonable Crazy Cars and the 
completely awful Fire and Forget 
comes Offshore Warrior, from 
French software house Titus. 
Although neither of their previous 
releases made any real impact on 

Looks like development got 
out of hand on Lake Michigan. 

the charts, Titus have yet again tried 
to prove that they can produce a 
decent race game. Sadly Offshore 
Warrior isn't it. 

At least it scores a few points for 
offering a slightly different 
approach. No cars, bikes or trucks 
here. Instead the whole thing takes 
place in the water. The year is 2050 
(snooze) and the hippest, trendiest 
and most entertaining sport of the 
time is driving power boats loaded 
with heat-seeking missiles around 
large aquatic arenas. What we have 
here is exactly the same game as 
Fire and Forget, though if anything 
it's more limited (if you can imagine 
that.) 

The object of the game is simple; 
finish the race in first or second 
position so you can qualify for the 
next, using fair means (racing as 
fast as you can to beat everyone 
else) or foul (blast everything in 
sight). Actually the latter method 
isn't quite as exciting as it may 
sound, especially when you 
consider that you only get two (!) 
missiles to start off with, so if you 
wantto plough along raking 
everything you find Road Blasters- 
style forget it. 

Like last month's zoom-bang 
effort Space Racer it's sometimes 
difficult to see exactly which way 
you're meant to be going, as the 
course is only marked out by a 
series of bollards on either side of 
you that can become unclear and 

Looks like Ken Masters’ boat 
in Howards Way. 


indistinct when racing at high speed. 

Aside from this, Offshore Warrior 
is rather unfortunate in quite a lot of 
other respects as well. Shooting an 
opponent boat (or getting killed 
yourself) results in the most pathetic 
attempt at an explosion I've seen in 
an Amiga game. Also the 
impression of speed is not very well 
put across. The badly-defined water 
(which is just a series of different 
shades of blue in a row) seems to be 
scrolling the wrong way so it 


actually looks like you're going 
backwards! Also all of the objects in 
the water such as the rocks and the 
bollards move at a different speed to 
the water, giving the impression that 
they aren't actually in the water at 
all. These faults all manage to wreck 
a game that otherwise could have 
been VERY good indeed. If any 
machine can produce a red-hot race 
game, it's the Amiga, and Titus, 
being the race merchants that they 
are should have delivered the goods 
by now. 

Gary Whitta 
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Amiga 
Firebird 
Price: £19.95 


F or a man who's only ever 
produced two games, David 
Brabenhasgotone hell of a 
reputation as a programmer. He 
designed and co-wrote the timeless 
classic Elite, and more recently 
(about a year ago in fact) conceived 
and wrote Zarch for Acorn's mighty 
32-bit mega-machine, the 


Archimedes. 

Zarch 's astounding graphics and 
gameplay caused it to be instantly 
heralded as a classic among classics 
and so, not surprisingly, Firebird 
snapped up the conversion rights 
the moment they saw it. After 
several months' development, the 
official Amiga version has finally 
arrived under the name of Virus, and 
it's nothing short of fantastic. 

Set in the not-too-distant future, 
the game takes place over a large 
colony of islands under attack by a 
sinister race of aliens who are 
spreading an evil red virus across 
the countryside which pollutes and 
destroys plant life. Since the island 
colonists depend on their crops to 
survive, all their lives are at risk. The 
only way the aliens can be stopped 


Sfdrfrig Cp 


★ Learn to use thrust correctly. 
Constant thrusting results in rapid 
fuel loss and makes the hoverplane 
much harder to steer, so thrust a 
little and fly on momentum until you 
begin to drop. Then thrust a little 
more to keep moving. 

★ Remember where your home 
base is (in the exact centre of the 
map) and practise landing to refuel 
until you have perfected it. 


★ Watch the demo. The computer is 
an excellent pilot and you can pick 
up some great combat manouevres 
by watching carefully. 

★ Don't fire the cannons just for the 
sake of it. Eveiy bullet that misses 
results in a point being subtracted 
from your score. 

★ Be careful and have lots of fun. 

(What kind of tip do you call this?— 
Ed). 









































is to attack them head on using a 
hoverplane —a kind of futuristic jet 
fighter. 

As you may have guessed, Virus is 
a shoot 'em up. Nothing special 
there. What sets it apart from all 
other games is the way in which it's 
presented. Virus employs a 
revolutionary solid 3D graphics 
technique to display the game world 
in the most convincing manner yet 
to be seen in a computer game. 

The hoverplane is viewed from 
the outside and operates on a 
remarkably simple 'tilt and burn' 
system. The ship, which looks rather 
like a squashed and elongated 
pyramid has an engine situated at 
the base of the craft. Applying thrust 
forces the hoverplane straight up as 
a stream of highly-coloured vapour 
shoots out from the exhaust port. 
Pushing the mouse forward and 
back will raise and lower the plane's 
nose, while left and right 
movements spin it round through 

One less virus spreader. 

360 degrees. In this manner, it's 
possible to tilt the plane at every 
conceivable angle and so travel in 
any direction you please. It's like 
77?rtvsf with an extra dimension. 

Learning to control the plane 
properly is a task that requires days 
of solid practice and plenty of 
patience. 

The countryside is represented as 
an undulating series of hills and 
dips, broken down into many 
different coloured rectangles to give 
a lovely rural patchwork effect. 

Trees, houses and rotating radar 
towers make regular appearances 
on the landscape and help to make 
the whole thing more interesting 
graphically. Travelling between 
islands is not a problem, simply a 
matter of flying over the expanses of 
water that segregate them, and 
navigation aid is provided in the 
form of a map of the entire game 
area pinpointing your position at all 
times. The length of time you can 
thrust around is dictated by your 
fuel level, which dwindles away as 
you fly, and can only be replenished 
by returning to your home base. 

The virus-spreading aliens begin 
to appear shortly after take off, and 
are split into eight specific types, 
each with their own characteristics. 
Airborne nasties such as the drones 
and pests fly randomly about the 
landscape, shooting away and 
generally being a nuisance. 
Thankfully these don't cause too 
much trouble. It's the ones that 
actually distribute the evil red virus 
that must be destroyed. Seeders, for 
example, wander around the 
landscape, spurting out deadly red 
dust wherever they go, while 
bombers drop virus cannisters from 
a great height onto the landscape 
below. Even though neither of these 


two will attack you, they must be 
killed immediately before they can 
pollute too much of the countryside, 
turning it a grisly red/brown colour, 
and any trees in the vicinity into 
strange hybrids. The aliens can be 
shot down using the nose-mounted 
cannon. Nastier types can be 
knocked out by firing one of the 
hoverplane's three homing missiles. 

Defending the islands in this 
manner continues until the 
designated number of aliens have 
been destroyed, whereupon the 
current attack wave ends and bonus 
points are allocated for the amount 
of area that remains uninfected. The 
next attack wave brings more 
aggressive opponents, and more of 
them as well. Extra features to make 
life harder are added as the game 
progresses, such as higher levels of 
gravity, which means more thrust 
has to be used to keep the 
hoverplane airborne, at the expense 
of more fuel. 

Graphically Virus is a masterpiece. 
The amazing attention to detail 
makes it one of the most attractive 
Amiga games yet to appear. 
Everything is faultless, from the way 
the landscape rises and falls 
smoothly under you as you glide 
past, to the way in which everything 
in the game, right down to the 
vapour trails from your own craft 
and the smoking remains of 
destroyed alien craft casts a perfect 
shadow on the landscape. Fly too 
high and you'll find a beautiful 
multi-layer parallax starfield. True, 
the game isn't quite as colourful as 
the Archie original, and some of the 
fancier graphic frills have had to be 
ommitted, but that was only to be 
expected. 

Sound is adequate, with the lack 


Ha! Caught one seeding. 

of music being made up for by 
excellent thrusting effects and a 
gorgeous sampled splash when 
vapour trails hit the water. All this, 
however simply pales away when 
compared to the sheer genius of the 
gameplay itself. There's a lot of solid 
practising to be done before the pig 


of a control method is grasped, but 
once it is I defy anyone to leave the 
game alone for more than an hour. 

Virus is so simple and yet so 
innovative that it completely 
changes the face of the shoot 'em up | 
as we know it. 

Gary Whittal 


MIG 


DIGITAL POINTS DISPLAY 


CURATING 




















F irebird were so delighted that we honoured Virus with a Superstar that we leapt in and 
squeezed a compo out of them. Strike while the iron’s hot and that kind of thing. So the 
deal is, we have a portable CD player to give away to anybody who hates Bros and can 
answer a few pifflingly easy questions set by a group of idiots. Ten marginally less lucky 
runners-up will also receive a copy of the game. Right here’s your starter for ten, based on the 
rather tasteless topic of disease . .. 


1) Who programmed the first Amiga virus? 

2) Which of these three is the disease responsible for killing all the seals 

(a) Canine distemper 

(b) Dillon’s syndrome 

(c) Feline dermatitis 

3) What virus recently caused the deaths of two people in Broadcasting House? 

4) What disease recently laid up Big Audio Dynamite’s Mick Jones and Nigel Mansell? 


Answers on a dead seal to Commodore User, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 
Competition closes October 14th and it’s not open to CU freelancers either, Gary Whitta. Buy your own — we pay 
you enough. 
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BACK-UP AND TRANSFER PROGRAMS FROM 

DISK TO TAPE ►TAPE TO DISK ► DISK TO DISK ►TAPE TO TAPE 


LAUNCH AHEADt 

WITH THE NEW _J 

SOCKET POWERS 

■ CARTRIDGE i 

■■TNCT.TTnTNfi VP 9R SOFTWARE #i 


INCLUDING V3.2R SOFTWARE 



ROCKET - 

A SUPER-FAST DISK TURBO LOADER. 

• LOADS INDEPENDENTLY OF THE 
CARTRIDGE 

• RELOAD ON AVERAGE BACK-UP IN 6 SECS. 

• LOADS ANY SIZE OF FILE. 



MAIN FUNCTIONS. 


' FREEZES ALL PROGRAMS. 


• CREATES A BACK-UP ONTO DISK OR TAPE_ 

• REGARDLES OF WHETHER THE ORIGINAL WAS 

LOADED FROM DISK OR TAPE. _ 

• INDEPENDENT TESTS SHOW THE EXPERT TO HAVE 

THE MOST EFFECTIVE COMPACTOR SO YOU CAN SAVE 
MORE GAMES PER DISK AND HAVE FASTER 
RELOADING. _ 

• SAVES A BACK-UP IN ONE FILE._ 

• EXPERT IS NOT NEEDED FOR RELOADING A BACK-UP 

• PROGRAMS RELOAD IN LESS THAN 10 SECONDS 

USING NEW ROCKET LOADER. r^****^ 


• 10 DAY MONEY BACK I =1 

GUARANTEE IF NOT 

100% SATISFIED, f 

• ALL ORDERS DESPATCHED PROMPTLY \ 

BY RECORDED DELIVERY. ^ 

• EXPRESS REGISTERED POST AND SAME 
DAY DESPATCH - PLEASE ADD £1.95. 

• PLEASE STATE DISK OR TAPE WHEN ORDERING 

-—HOW TO ORDER — 
BY PHONE ► 0274 691115 

OR FAX ► 0274 600150 
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WITH ACCESS OR VISA.# 


BY MAIL - SEND CHEQUE, 
POSTAL ORDER, PO GIRO, 
OR CASH IN REGISTERED 
LETTER, EUROCHEQUE, 
BANKERS DRAFT. ► 



Trilogic Dept. C.U, Unit 1. ^ 

253B New Works Road 
Low Moor, Bradford BD12 OQP 
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EXPORT SALES OUR SPECIALITY. PLEASE ADD £1.00 ADDITIONAL POSTAGE & SEND 
PAYMENT IN STERLING ONLY. EXPORT MASTERCARD/ACCESS & VISA ORDERS 
ACCEPTED BY PHONE OR FAX. 



THE PROFESSIONALS CHOICE - WIDELY 
USED BY LEADING SOFTWARE HOUSES 

The EXPERT is highly acclaimed by all leading programmers for its ability in 
help oroducing all the best games. Even a major budget software house uses 
THE EXPERT — although they don’t like to admit it. . . 

EDUCATIONAL 

The EXPERT is a great learning aid, it is ideal for getting to grips with 
machine code. The powerful monitor enables you to inspect the entire 64k 
ram plus the roms, plus the input/output chips, plus the processor registers, 
plus zero page. You can disassemble machine code, alter, transfer, compare, 
search, fill and load & save. There are hex to decimal & decimal to hex 
conversation commands, plus an Assemble command so that you can write 
your own machine code programs. In all, over 29 commands are available. 

THE UNIQUE EXPERT - THERE IS 
NOTHING QUITE LIKE IT. 

If you are used to conventional cartridges you may find that THE EXPERT 
takes a little getting used to. You see, it uses a RAM chip and is programmed 
before use from disk or tape, this takes only a few seconds, but means that it 
is very simple and easy to upgrade THE EXPERT, unlike conventional 
cartridges. We are confident that within a very short time, like thousands of 
other EXPERTERS worldwide, you’ll agree that THE EXPERT is the best thing 
you’ve bought for your 64. Should you not be satisfied, then return it within 
10 days for your money back. 

THE EXPERT UTILITY DISK V3.2 

This is essential for transferring some multipart games, it contains over 25 
multipart transfer routines, 25 pokes for protected games, over 50 cheats for 
infinite lives etc, a SUPER COMPACTOR which reduces an EXPERTED game 
by up to 40% plus a FAST FILE COPIER, AMAZING VALUE AT ONLY £5.95. 

UPGRADES FOR EXISTING EXPERT 
OWNERS 

Send only £3.50 for the LATEST V3.2R SOFTWARE as described above and 
including ROCKET the new super disk turbo loader. 


















































Manta 2 caught in the act of taking off. 


Dear ’ol Gaz Whitta went absolutely bananas over Rainbird’s Carrier Command when he reviewed it back in August. Since then 
he’s been playing it and playing it like there’s no tomorrow, so what better person to ask for tips on this superlative wargame? 
So here, with a little help from Sinclair User’s Ed, Graham Taylor, is the definite players guide to ... 




A screenshot from Carrier Command (courtesy Duncan Evans school 
of obvious caption writing.) 






GETTING 

STARTED 

Looking at the map will reveal 
three different types of islands, 
red, blue and green. The blue 
ones are the ones that you con¬ 
trol (initially only Vulcan is 
yours), while the red ones are the 
hostile islands occupied by ACC 
Omega’s forces. The green ones 
in between are neutral islands, 
and so these are the ones you 
must set about capturing. 

The first steps to building your 
network are fantastically simple. 
First set your course for a nearby 
island such as Byrne (named 
after Telecomsoft supremo Paula 
Byrne) and sail there. When you 
arrive, stop dead using the hand 
icon and go to Walrus control. 
Here load a Walrus with full fuel 
and a factory ACCB. Launch the 
Walrus and (quite important this 
bit) remember to drop the ACCB 
as close to the centre of the 
island as you can. Once this is 
done, retrieve the Walrus and set 
your course for another nearby 
island and carry out the same 
procedure, again making a fac¬ 
tory island. When this is done, 
set about making the next five 
islands you capture defence is¬ 
lands. This is veiy important, 
although you won’t realise it until 
much later on in the game. Your 
home island must be protected at 
all costs, and that’s why the 
defence islands should be there. 

One of the keys to winning the 
game, after you’ve set your basic 
foundations as described above, 


is to capture the island called 
Fulcrum. Take a look at the radar 
map, and home in on the island in 
the very centre, where two grid 
lines cross. There you’ll find a 
group of islands that form a ring 
around it. Although this isn’t 
shown at the beginning, all the 
islands in that ring interconnect 
and all feed into Fulcrum directly, 
which means it is one of the best 
defended and best supplied is¬ 
lands in the game; capture it and 
you’re a big step closer to vic¬ 
tory. 

CAPTURING 

ISLANDS 

By the time you get to Fulcrum, 
chances are the enemy network 
will have grown to be pretty close 
to yours, so the time to start 
capturing the enemy islands is 
now. Find an enemy island that is 
well connected to the resources 
network and set a course for it. 
As soon as you get within range 
of it, go to drone control and 
deploy a complete set, one at 
each side. This will slow you 
down but will also provide insur¬ 
ance against any early attack. 

Sail as close as possible, and 
turn the carrier round so that you 
are facing away from the island. 
Go to Carrier Defence and launch 
a viewing drone. As soon as the 
volcano-like fighter launcher 
comes into view, let it have it with 
a couple of missiles. (You MUST 
be facing away from the island 
for a drone to see it, as they are 
launched from the rear of the 






















































































• Play to Win 



Several irate Manta missiles zoom towards an enemy 
batcave. . . 


Carrier). Now go to Manta control 
and kit one out with as many 
missiles as it can cariy. Launch 
the Manta, turn on the radar 
display and begin to circle the 
island, looking for the Command 
Centre, or Batcave as it’s other¬ 
wise known. When you’ve found 
it, fly round to the side of the 
island that it’s closest to. This 
way, when you attack you cut the 
amount of time that you’re 
actually over the island to a 
minimum. Now fly towards the 
batcave at maximum velocity and 


target the missile cursor on it. As 
soon as it flashes, let loose a 
missile. After a two second delay 
it’ll flash again, whereupon you 
fire another missile. Carry on like 
this until you’ve fired ALL your 
missiles. The batcave will explode 
and the island will become neut¬ 
ral. Any enemy fighters that are 
airborne will fly around harmless¬ 
ly, as they have no command 
centre and no more fighters will 
be launched. Retrieve the Manta 
quickly and then deploy a Walrus 
to capture the island. 


NEVER use a Walrus to attack 
an enemy island. They’re sitting 
ducks for the enemy fighters. 

Carry on capturing enemy is¬ 
lands like this, whittling away at 
the network piece by piece. Don’t 
worry if the enemy is beginning to 
get close to your home island; 
your defence islands should hold 
them off long enough for you to 
win the game. When you finally 
reach the enemy base, don’t try 
to attack Omega as it’s far too 
powerful. Go instead for the 
home island, using the same 
technique, but using your surface 
to surface missiles and Carrier 
laser to damage the island as 
much as you possibly can before 
launching any Mantas. 


Load your Manta like this before an attack mission. 





GENERAL TIPS 

0 The game strategy above is all 
very well, but it can all fall to 
pieces if you make silly mistakes. 
Remember to keep your stockpile 
island on the move. If you run out 
of fuel while not in range of the 
stockpile island you’ve had it. 

0 Make use of the priority 
settings, and always keep Carrier 
fuel on high priority, with Manta 
and Walrus fuel on medium, as 
they use very little fuel in rela¬ 
tion. Keep the Manta missiles 
and ACCBs on high priority at all 
times. 

0 Keep your Mantas and Wal¬ 
ruses loaded full of equipment 
even while in dock, as it’s possi¬ 
ble to get more equipment into 
the holds that way. 

0 As soon as a Manta returns to 
base, bring it back down into its 
hangar. Mantas on deck slow the 
Carrier down. Also, repairs can 
only be initiated in the hangar. 
0 When in control of a Manta or 
a Walrus, keep its inset radar on 
all the time; it can give lifesaving 
information on the position of 
enemy craft. Never launch more 
than one Walrus or Manta at the 
same time (especially while in 
enemy waters). 

0 As soon as you make any kind 
of progress, no matter how small, 
SAVE THE GAME!! If you die at 
least you have something to fall 
back on. 

0 Don’t waste time by trying to 
land Mantas on island runways. 
It’s much easier just to recall it 
back to the Carrier. 

0 Viewing drones are useful not 
just in conjunction with missiles. 
They’re also an invaluable aid 
when trying to get the idea of the 
layout of an enemy island before 
attacking it. 


^1 
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^WHATTHE 

reviewers said ^ 

value /or moner 
fridge. The cartridge Vang.. 
Commodore Disk Use^^ 


ACTION REPLAY ENHANCEMENT DISK 


The biggest and best collection of special parameters and 
file copy programs for transferring non-standard multi-load 
tapes to disk - games like LAST NINJA, CALIFORNIA 
GAMES, LEADERBOARD, DRAGON’S LAIR - SEVENTY 
titles in all. Almost all major titles covered. Latest edition 
includes COMBAT SCHOOL, PLATOON, PREDATOR, 
GAUNTLET II, TESTDRIVE, SKATE OR DIE, APOLLO 18, 
THE TRAIN and many more. Cheats for infinite time, lives etc. 
The GRAPHIC SLIDESHOW - latest edition displays 
multicolour pictures or loading screens saved by Action 
Replay or any major Art Package - Blazing Paddles, Koala, 
Advanced Art Studio, Artist 64 etc. Lots of fun. 

LOnly £7.99. Upgrades - send £3.00 plus old disk. 


200 BLOCKS IN 6 SECONDS! 240 BLOCKS IN.7 SECONDS! - that’s even faster than some parallel systems. Built into 

the cartridge - no extra hardware or software required. Includes supercast, warpsave, scratch, filecopy/convert. Integrated with normal disk turbo 
for supercompatibility - auto detects warp or normal format so no special load commands are required. Turbo andtofarp 25 speed are entirely 
independent of the cartridge with SUPERBOOT. '* 

SIMPLE TO USE: Just press the button and make a complete backup - tape to disk, tape to tape, disc to tape, disk to disk. 

THE PROCESS IS AUTOMATIC-JUST GIVE THE BACKUP A NAME. _ 

TURBO RELOAD. All backups will reload at turbo speed, COMPLETELY INDEPENDENTLY OF THE CARTRIDGE. 

SPRITE KILLER. Make yourself invincible. Disable sprite collisions - works with many • _ 

programs. —' ^ 

PRINTER DUMP. Freeze any game and print out the screen. — 

Eg. loading picture, high score screen etc. Works with most printers. 

MPS 801, 803, Star, Epson etc. Double size, 16 shades, 
reverse print option. Very versatile - 
no user knowledge required. 

PICTURE SAVE. Save any Hires 
multicolour screen to disk at the push 
of a button. Compatible with Blazing 
Paddles, Koala, Artist 64, Image 
System etc. 

SPRITE MONITOR. Unique 
Sprite monitors allows you to freeze the 

action and view all the sprites, watch the ^ 

sprite animation, save or delete any sprite. 

Load sprites from one game into another to 1 

make customised programs. 

POKES/CHEAT MODE. Press the button and enter those 
pokes for extra lives etc., then restart the program or make a backup. 

Ideal for custom games. 

MULTISTAGE TRANSFER. Even transfers multistage programs from tape to 
disk. The extra parts fast load - a unique feature. Enhancement disk available for non 
standard multi-loaders (see below). 

SUPER COMPACTOR. Ultra efficient program compaction techniques. Each program saved as a 
single file. 3 programs per disk side - 6 programs per disk, if you use both sides. 

TEXT MODIFY. Change title screens, high Score screens etc. Put your own name into a game then restart it or 
make a backup to tape or disk. Very simple to use. * 

MONITOR. Full feature ‘Floating’ type MACHINE CODE MONITOR. All standard features plus many more:- assemble, disassemble, 
hex dump, interpret, transfer, compare, fill, hunt, number conversion, bank switching, relocate, load/save etc. 

Uses no memory. Full printer support. 

DISK MONITOR. A special monitor for use on the RAM inside your disk drive. All the usual commands - a useful hacking tool. 

WHOLE DISK COPY. Copy a full unprotected disk in under two minutes with only one drive. 

FAST FILE COPY. Works with standard and Warp 25 files of up to 249 blocks. Converts formats to and from Warp 25. 

FAST FORMAT. Under 20^ seconds. 

TOOLKIT COMMANDS. A whole range of useful new commands including: AUTO LINE NUMBERING, DELETE, MERGE, APPEND, 

OLD, LINESAVE, etc., PRINTERLISTER - list any program (including directory) directly from disk to printer or screen without corrupting 
memory. 

REDEFINED FUNCTION KEYS. Single stroke commands for 
operation of many common commands including: LOAD, SAVE, DIR. 

Load from directory - no need to type in filename. 

TAPE TURBO. Designed to make turbo load/save for your own 
programs. No screen blanking during loading. 


all features are built in and 
available at the touch of a key. All features work 
with both TAPE and DISK. (Except multipar t 
transfer & disk file utility). 




















TAKES A QUANTUM LEAP 

MIV HAS ARRIVED! m> 

l MCKUP MORE PROGRAMS THAN ANY RIVAL UTILITY. 

BUT THATS NOT ALL .... NOW AVAILABLE FOR THE SERIOUS PROGRAM HACKER 

ACTION REPLAY IV 'PROFESSIONAL’™ 

• All the features of the normal Action Replay IV but with an amazing on board LSI LOGIC PROCESSING CHIP. 
Plus 32K operating system ROM a'nd 8K RAM CHIP. The first RAM/ROM based cartridge of its type! 


3£S Wv 5 


ALL THE MK IV FEATURES PLUS ... 

FULLY INTEGRATED OPERATION. 

The MK IV ‘Professional’ has all the features of the MK IV plus 
an onboard custom LSI LOGIC PROCESSING CHIP that 
integrates the whole range of utilities and makes them 
available at the press of a button at any time. 
EXTENDED MONITOR. 

The ‘Professional’ has an extra powerful machine 
code monitor. Because it has both ROM and Ram 
at its disposal the Professional can freeze any 
program and then examine the WHOLE OF 
COMPUTER MEMORY in the frozen state including 
screen RAM, ZERO PAGE and STACK. 

Full feature disassembly, compare, fill, transfer, hunt, 
relocate, jump etc, etc. In fact all the features of the best 
fully blown monitor available. Return to the frozen 
program at the press of a key at the point 
you left it! An absolute must for the program 
hacker - or even the programmer who needs 
to de-bug his program. 

INTELLIGENT HARDWARE 
The Professional hardware is unmatched 
anywhere in the world today. The special logic 
processing chip can cope with protection methods 
as they appear by reacting to its environment. 
RAM LOADER 

In addition to Warp 25, the AR4 Professional now has 
RAM LOADER. Making use of its onboard 8K Ram the 
Professional can also load commercial disks directly 
at up to 25 times normal speed. Remember this feature 
is in addition to AR4’s unique Warp 25 feature that 
reloads all backups at 25 times speed. 




UPGRADE INFORMATION 

MK m TO MK IV. Just send £9.99 and we will send you the new MK IV 
Chip to plug into your cartridge. Fitting is very easy. 

MK m TO MK IV 'PROFESSIONAL*. Send your old cartridge plus £19.99 
and we will send you a new Professional MK IV. 

MK 2 Action Replay owners can get £10 as part exchange against either the 
MK IV or Professional. Send old cartridge plus balance. 


PERFORMANCE PROMISE 

Action Replay will backup any program that any other cartridge can backup | 
- and more! It also has an unmatched range of onboard features. Before you 
buy check our competitors ads to see what they offer and see how many of 
the Action Replay MK IV features are either not there or have to be loaded 
from Supergate disks etc. When you buy Action Replay if you don’t find our 
.claims to be true then return it within 14 days for a full refund. 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOWTO ORDER... 


BYPHONE 

S OS 

0782 744707 

24 hr Credit Card Line 


Send cheques/PO’s made 
payable to ‘Datel Electronics’ 


UK ORDERS POST FREE | 

EUROPE OVERSEAS 

ADD £1.00 ADD $3 


FAX 0782 744292 


DAlEL 

ELEcnomo 

DATEL ELECTRONICS LTD, FENTON INDUSTRIAL ESTATE, 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND 


SALES ONLY 

0782 744707 


TECHNICAL ONLY 

0782 744324 





















Two freedom fighters lost in eight sections of a deadly galaxy are a lone 
force, their own control and determination are the only things standing 
between them and oblivion. 

Featuring eight levels of frantic shoot 'em up game play with stunning 
and original graphics, animation and superlative music and sound FX - it's 
an eye and ear shattering experience! 


rRMAd/19ft Cassette: £9.99 

V>DIV1 ITT/ I LO Diskette: £12.99 Coming soon for the ATARI ST and AMIGA 


"Eight beautifully defined horizontally-scrolling levels ... it's a mega-game" zzapi 
Thalamus, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RC7 4QW ©(07356) 77261 


Don't miss out on 

Qold < &u$h~ I' 


... or you'll hate your¬ 
self. On four specially 
selected copies of ARMA- 
LYTE is a secret code - if 
your copy of Armalyte 
has the 4 gold' code you've 
won a fabulous Eye Of 
The Storm plasma globe. 
Four 'Yellow' coded 
copies could win you a 
super prize too! 




































# Screen Scene 


64/128 
Codemasters 
Price: £4.99 

C harity returns to the 
philanthropic world of 
software once more with 
Codemasters' long-awaited 64 
version of Race Against Time. I say 
long awaited because the Speccy 
version appeared some three 
months ago. The delay is all the 
more surprising when you realise 
there's little difference between the 
two, graphically or otherwise. 

flATisn't the first charity tape by 
any means. We've had Off The Hook 
for drug abuse, Soft Aid and WOW a 
War on Want tape. RAT is the first 
game to have been specifically 
written for charitable reasons with 
proceeds going to Sport Aid. 

I must admit I'm a bit dubious 
about charity events of this nature. I 
didn't Run the World, I didn't even 
run West Hampstead; I didn't go to 
Live Aid, or even watch much of it 
on TV. I didn't wear a red nose for 
comic relief, though I must confess 
to having generously purchased a 
goat called Sandy who probably 
ended up on the menu of the 
Eritrean Liberation Front shortly 
afterwards. Still my conscience was 
eased along with everybody else's 
fora while. 

My point here is simply that 
despite all the disposable income 
that exists in the West the solution 
to the problems of the Third World 
should not be left to well-meaning 
groups. As to whether you should 
buy RATi or its entertainment value 
alone, I have to report that you're 
not getting anything special for your 
money here. It's written by the 
Oliver twins and it takes the form of 
a rather fatuous pick up and drop 
arcade adventure with your runner 
appearing in various locations 
around the world using a stool he 
found in New York to climb 



mountains in Nepal and so on. 

If you want to make a statement 
on the West's greed and exploitation 
of the Third World then a charity 
software tape may not be the best 
answer. If you want to provide some 
much needed and very urgent relief 
then you could do worse than 
buying the Race-Against Time , 
charity is, after all, supposed to 
begin at home. But it really only 
amounts to fire-fighting. 

Mike Pattenden 




Take a haddock to Sydney 
(or something). 


Stick a baguette up your 
nose in Paris. 































































# Screen Scene 




The basic game is timed against 
the clock. It's one of those split 
screen efforts with you on the top 
and your computer opponent below 
— a sort of brawny version of 
University Challenge. Progress is 
made through the course by the old 
tried and trusted waggle like a loony 
method. Your little man, decked out 
in full combat gear, begins to walk 


up until you get to the other end. 
Once you're through the barbed 
wire you'll be anxious to make up 
for lost time and catch up on the 
computer opponent, who is by now 
about five miles in front. Bursting 
into a slow jog, you will encounter 
the next thrilling obstacle—the 
slippery oil which will cause you to 
fall on your bum — I bet this is just 


Warning! Playing could be more 
exhausting than the real thing . . 

rope ladders and more brick walls. 
Failure to negotiate any of them 
results in four or five seconds of 
blank screen during which you can 
watch your opponent get further 
and further ahead. 

Should you get tired of competing 
against the clock (heaven forbid) 




64/128 

CRL 

Price: 

£9.95 cass 

his game is so completely 
and unutterably boring I don't 
even think it's worthy of a 
good slagging. But our duty is to 
inform, so here goes. 

NATO Assault Course is the third 
combat school clone to appear so 
far and it's by far the worse. 


then progresses into a slow trot until 
he meets the first obstacle — a low 
wall. The idea is to jump onto the 
wall, run along it, then jump off the 
other end. Bad timing results in such 
painful damage to your kneecaps 
that you pass out for a few seconds 
before getting the chance to make 
another attempt. 

Walls aren't the only completely 
boring obstacles in your path. Next 
up is the barbed wire which you 
have to crawl under on your belly. 
Pulling the joystick down puts your 
man into crawl mode — it goes 
without saying that you don't stand 


like the real thing. 

Now we get to the really 
dangerous stuff — dummy targets 
that actually shoot at you. These 
bullets won't kill you, they just stun 
you for a few seconds — watch the 
clock tick away as the screen goes 
black. Your only defence against the 
shooting targets is the amazing 
hand gun. So called because it looks 
like the bullets are actually coming 
out of your index finger. 

Further incredibly dangerous and 
exciting things that get in your way 
include flaming oil drums, 
quicksand, mud, swimming pools, 


you can choose to play any one of 
four army opponents all of whom 
have identical bonehead features to 
the rookie under your control. The 
best—Colonel T Jones Forsythe— 
flies over the obstacles like he was 
born doing it, I decided there was 
more to be gained from watching 
Jones Forsythe than actually playing 
the game myself. 

If you don't find the course 
tedious enough already, you can 
make up still more of your own 
using the course editor. But you'd 
have to be a masochist to do that. 

Ken McMahon 






























































































ONLY FROM SILICA 

Finally, there s a personal computer that not only solves problems like other computers but also solves 
the one problem that other computers have created. Affordability. Silica Shop are pleased to present the 
ST range of personal/business computers from Atari. The ST was designed utilizing the most recent 
breakthroughs in semiconductor technology, producing a personal computer that performs tasks with 
fewer parts. Which means it costs less'to make. And less to buy. The latest ST computers now include 
built in power supplies and built in disk drives. The TOS operating system and GEM window environment 
are now on ROM chips which are already installed in the ST keyboard. This enables automatic instant 
booting when you switch on. Silica Shop are pleased to offer the complete Atari ST range. Our mail order 
department is situated in Sidcup and we have 3 retail outlets at Sidcup, Lion House (Tottenham Court Rd) 
and Selfridges (Oxford Street). We have eight years experience of Atari products, longer than any other 
UK company, and are well established as the UK’s No.1 Atari specialist. With a group turnover of over £9 
million and in excess of 80 staff, we offer you unbeatable service and support. We provide several 
facilities which you will find invaluable during your Atari computing life and most of these facilities are 
available ONLY FROM SILICA. We suggest that you read through what we have to offer, before you 
decide where to purchase your Atari ST. 

FREE STARTER KIT - Only From Silica 

When you purchase any Atari ST keyboard, you willTiot only receive the best value for money computer 
on the market, but you will also receive the following from Atari Corporation as part of the package- 
* BASIC Language Disk ’ BASIC Manual * ST Owners Manual * TOS/GEM on ROM 
If you buy your ST from Silica Shop, you wilLalso receive: 

* NEOchrome Sampler - colour graphics program * 1st Word - Word Processor 

In addition, we at Silica would like to see you get off to a flying start with your new computer, so we have 
put together a special ST STARTER KIT worth over £100, which we are giving away FREE OF CHARGE 
with every ST computer purchased at our normal retail prices. This kit is available ONLY FROM SILICA 
and is aimed at providing users with a valuable introduction to the world of computing. We are continually 
upgrading the ST Starter Kit, which contains public domain and other licensed software, as well as books 
magazines and accessories all relevant to ST computing. Return the coupon below for full details. 

DEDICATED SERVICING - Only From Silica 

At Silica Shop, we have a dedicated service department of seven full time Atari trained technical staff 
This team is totally dedicated to servicing Atari computer products. Their accumulated knowledge, skill 
and experience makes them second to none in their field. You can be sure that any work carried out by 
them is of the highest standard. A standard of servicing which we believe you will find ONLY FROM 
SILICA. In addition to providing full servicing facilities for Atari ST computers (both in and out of 
warranty), our team is also able to offer memory and modulator upgrades to ST computers. 

1Mb RAM UPGRADE: Our upgrade on the standard’Atari 520ST-M or 520ST-FM keyboard w... , 
increase the memory from 512K to a massive 1024K. It has a full 1 year warranty and is available from 
Silica at an additional retail price of only £86.96 (+VAT = £100). 

TV MODULATOR UPGRADE: Silica can upgrade the 1040ST-F to include a TV modulator so 
that you can then use it with your TV set. This is an internal upgrade and does not involve any untidy 
external boxes. A cable to connect your ST to any domestic TV is included in the price of the upgrade 
which is only £49 (inc VAT). The upgrade is also available for early 520ST computers at the same price. 

THE FULL STOCK RANGE - Only From Silica 

we aim to keep stocks of all Atari related products and our warehouse carries a stock of over £V4 million 
We import many software titles direct from the USA and you will find that we have new releases in 
advance of many of our competitors. Unlike dealers who may only stock selected titles, we have the full 
range. In addition, we carry a complete line of all books which have been written about the Atari ST A 
range as wide as ours is something you will find is available ONLY FROM SILICA. 

AFTER SALES SUPPORT - Only From Silica 

Rest assured that when you buy your ST from Silica Shop, you will be fully supported. Our free mailings I 
give news of releases and developments. This will help to keep you up to date with new software releases f 
as well as what’s happening in the Atari market. And in addition, our sales staff are at the end of a 
telephone line to service all of your Atari requirements. If you purchase an ST from Silica and would like 
any technical advice, we have a full time technical support team to help you get the best from your I 
computer. Because we have both the staff and the systems specifically dedicated to providing after sales F 
service on Atari ST computers, we are confident that our users enjoy an exceptionally high level of I 
support. This can be received ONLY FROM SILICA. 1 

fiE CATALOGUES - Only From Silica 

At Silica Shop, we recognise that serious users require in in-depth information service, which is why we I 
mail free newsletters and price lists to our ST owners. These are up to 48 pages long and are crammed [ 
with technical details as well as special offers and product descriptions. If you have already purchased an I 
ST and would like to have your name added to our mailing list, please complete the coupon & return it to I 
us. This information service is available ONLY FROM SILICA. 

FREE OVERNIGHT DELIVERY - From Silica , 

Most orders are processed through our computer within 24 hours of receiving them. Most hardware I 
orders are sent by the overnight GROUP 4 courier service FREE OF CHARGE to customers within the 
UK. This method helps to ensure minimum delay and maximum protection. 

PRICE MATCH - Only From Silica 

We hope that the combination of our low prices, FREE UK delivery service, FREE Starter Kit and FREE I 
after sales support, will be enough to make you buy your Atari equipment from Silica Shop. If however 
here is something you wish to purchase, and you find one of our competitors offering it at a lower price, . 
then please contact our sales department, providing us with our competitor's name, address and 1 
telephone number. If our competitor has the goods in stock, we will normally match the offer (on a ‘same I 
product - same price' basis) and still provide you with our normal free delivery. We realise that we are not I 
the only company who will match a competitor’s price. However, if you come to us for a price match, you [ 
will also be entitled to our after sales service, including free newsletters and technical support. This I 
makes our price match promise rather special, something you will receive ONLY FROM SILICA We don’t 1 
want you to go anywhere else for your Atari products. So shop at Silica, the UK’s Nol Atari Specialist 


+VAT=£299 


[SO MUCH FOR SO LITTLE! 

I There is nothing that can compare with the incredible value for money offered by Atari’s 
I 520ST-FM. For only £260 (+VAT=£299), you can purchase a powerful 512K RAM computer, 
I with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512 
colours, mouse controller, and a 512K built-in disk drive. The 520ST-FM has a TV modulator 
I built-in, and comes with a lead to allow you to plug it straight into any domestic colour 
television set. The mains transformer is also built-in to the keyboard, so there are no messy 
external boxes. You couldn’t wish for a more compact, powerful and stylish unit Atari ST 
computers are now firmly established in the UK, there are nearly 500 software titles already 
available for a wide variety of applications and the list is growing all the time. And that’s not 
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM 
SILICA section on the left, to see why you should buy your new high power, low price 520ST- 
FM from Silica Shop, the UK’s Nol Atari Specialists. For further details of the range of Atari 
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299) 

L520ST-FM with 512K RAM & mono monitor £399 (inc VAT) Upgrade from 512K RAM to 1024K RAM £100 (inc VAT) 


, ATARI 1040ST-F - NEW PRICE 

[ We are pleased to announce a new reduced price point on the 
1040ST-F which is now available for only £499 (inc VAT). The 
1040 is a powerful computer with 1 Mb of RAM and also includes 
a built-in 1Mb double sided 3Vfc" disk drive. The 1040 has been 
designed for use on business and professional applications 
most of which require a high resolution monochrome or colour 
monitor. It does not therefore have an RF modulator for use 
with a domestic TV set. Modulators can be fitted for £49 (inc VAT). 
1040ST-F Keyboard Without Monitor £499 (inc VAT) 

1040ST-F Keyboard * High Res SM12S Mono Monitor £599 (inc VAT) 

If you would like further details of the 1040ST-F, return the coupon below. 

MEGA STs NOW IN STOCK 

For the user who requires even more RAM than the 520 or 1040 
ST’s offer, the new MEGA ST computers are now available 
There are two MEGA ST’s, one with 2Mb of RAM and the other 
with a massive 4Mb. Both new computers are fully compatible 
with existing ST’s and run currently available ST software. The 
MEGA ST’s are styled as an expandable Central Processing 
Unit with open architecture and a detachable keyboard. They 
are supplied with GEM, a free mouse controller and all extras 
as with the 520 or 1040. Prices are as follows: 

MEGA ST 2Mb Keyboard * CPU £899 (inc VAT) 

MEGA ST2Mb Keyboard ♦ CPU * SM125 Mono Monitor £999 (inc VAT) 

MEGA ST 4Mb Keyboard + CPU £1199 (inc VAT) 

MEGA ST 4Mb Keyboard * CPU * SM125 Mono Monitor £1299 (inc VAT) 

L lf you would like further details of the MEGA ST’s. return the coupon below. 


ATARI 



f To: Silica Shop Ltd, CVG 1088,1-4 The Mews, Hatherley Road, Sidcup, Kent DA14 4DX 4 

PLEASE SEND ME FREE LITERATURE ON THE ATARI ST 


SIDCUP (& Mail Order) 01-309 1111 

T4 The Mews, Hatherley Road, Sidcup, Kent', DA14 4DX 

LONDON 01-580 48391 

Lion House (1st floor), 227 Tottenham Court Rd, London, W1P OHX [ 

LONDON 01-629 1234 ext 3914 

Seif ridges (1st floor), Oxford Street, London, W1A 1AB 


Mr/Mrs/Ms: Initials: . Surname: 

Address: 


Postcode: 


^ Do you already own a computer 


If so, which one do you own? 























































F our those of you who've been 
wondering what Andrew 
Braybrook's being doing since 
he left Hewson, here's the answer. 
He's been writing Intensity— and 
the wait has most definitely been 
worth it. 

Intensity has a lot of the 
Braybrook trademarks to it — bas- 
relief graphics, swirling and gyrating 
nasties, good sound effects — but, 
surprisingly, it's not a fast reaction 
blaster, (incredulous gasp) it doesn't 
scroll and there's no firing to be 
done. 

Better get on with the story before 
you slope off in disgust. The 
objective is to rescue colonists from 
a space station which has been laid 
siege to by hordes of nasty aliens. 
The space station consists of five 
layers each with sixteen platforms 
—that makes 80 screens to 
complete. The scenario doesn't 
sound promising but the game's 
complexity makes up for it. 

Your craft is a Skimmer which 
hovers above the surface of the 
platform. The Skimmer itself doesn't 
pick up colonists, it controls a Drone 
which, when placed in an 
appropriate position, attracts 
colonists, who then come up from 
their hidey-holes and make their 
plodding way towards it. By the 



Bas relief graphics, mutating aliens, but no blasting. 


bridge control arrow. The bridge will 
automatically retract after use. 

As I was saying, the Exit marker 
flashes after five, ten or fifteen 
colonists have been collected. If you 
exit with five, you're transported to 


MUTATING ALIENS 

These start out as harmless little spores floating in towards the platform 
surface. When a spore lands, it becomes a Stalker, it then gets a little 
nastier and becomes a Podule, then a Tracker and finally a Nuclon. 
Nuclons are Stalkers which have grabbed a colonist — you can see the 
colonist in the middle of the gyrating nasty. This is when they explode, 
but they still carry the colonist's desire to get to the Drone. At this point, 
contact with either the Drone or Skimmer will cause them to be 
destroyed or downgraded. Pretty nasty stuff, eh? 

In fact, the only good thing about all this mutating is that your score 
more points if you zap an alien in a higher mutated form. Similarly, you 
get more points for collecting colonists on higher graded levels. 



way, the colonists are graphically 
disappointing, amounting to mere 
blobs. 

When the required number of 
blobs, sorry, colonists are safely 
aboard the Drone, you guide it to the 
flashing Exit marker and, hey presto, 
that platform is complete. Only 79 
more to go. 

Here's how it all works. The 
Skimmer moves the Drone by 
placing itself on the spot it wants the 
drone to go to. Pressing the fire- 
button makes the Drone come to the 
Skimmer. But the Skimmer must 
move before the Drone arrives 
because, if they collide, both of them 
go up in smoke. Moving the Drone 
can be done any number of times in 
order to choose the best positions to 
pick up colonists as they emerge. 

On later levels, gathering 
colonists becomes more difficult 
due to the gaps in the terrain. But 
bridges can be extended over gaps 
by landing the Drone on top of a 
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an easier platform on an adjacent 
layer (that layer's Greek letter will be 
indicated on the Exit marker). 

If you ignore that and wait to exit 
after collecting the colonists, you're 
transported to a more difficult 
platform on the other adjacent layer. 
After fifteen colonists you stay on 
the same layer but move up one 
platform towards the shuttle. But as 
you get closer to the shuttle, transfer 
paths to others become increasingly 
rare. 

So it makes sense to collect fifteen 
colonists before you exit, despite the 
greater risks from aliens. Not just 
because you stay on the same layer 
but because you have the chance of 
collecting one 'R' or Resource Unit 
for every colonist collected. R's are 
worth collecting because they 
enable you to buy more Skimmers 
and Drones. 

Skimmers and Drones come in 
three types — gamma, beta and 
alpha — which increase in terms of 
speed and hover height. Both are 
important assets. And, of course, 
you need more money to buy the 
better ones. Added to that is the fact 
that better class equipment isn't 
available immediately —you have 
to wait a certain number of 'time 
segments' before they become 
ready for use. 

Anyway, back to speed and hover 
height. Speed is crucial because the 
only way your Skimmer can zap 
aliens is to bump into them. It's also 
got to be pretty agile to catch the R's 


INTENSITY DIGITAL POINTS DISPLA Y 


CU RATING 











whenever they appear: Aliens zap 
them if they get there first. Even if 
they don't, R's burn up of their own 
accord after a short time. 

Hover height is also important 
because various elements of the 
terrain are at different heights. Of 
course, you get no impression of 
height because the view is a 
downward one. 

I enjoyed Intensity very much 
once I'd got over the initial 
disappointment of not having 
anything to fire at. It's a big and 
complex game that's well worth the 
time and effort involved in getting to 
know it well. My only real gripe is 
the use of Greek letters on the Exits 
— it's almost impossible to make 
them out. 

Apart from that, this is another 
impressive Braybrook offering, and 
an indication of the progress his 
games are making. 


Bohdan Buciak 
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C TAITO CORP. 1987 

RA5TAN The Warrior King. Lands that produce men of legend, 
dragon slayers, lie in his shadow-guardians of evil fear his fire 
spewing sword, the axe he wields as swift as lightning. State of 
the art programming makes a true simulation of the Arcade for 
your home micro, enjoy superb graphics and realistic action as 
RA5TAM takes on a world of dangers - magical wizards, fire 
breathing lions, bats, snakes, skeletons and finally the living 
dead. Is it more than you can handle? 


c TAITO CORP. 1987 


SLAP FIGHT You are the pilot of the Slapfighter and must destroy 
the evil alien swarms which confront you, wave after deadly 
wave on the ever hostile planet of Orac. To aid you in your 
challenge collect icons and substantially increase your fire 
power and speed. Superb graphics and split second timing give 
this game an addictive edge. 


C TAITOCORP. 1987 

FLYING SHARK HOT FROM THE ARCADES. Flying Shark is the 
definitive conversion of this shoot-em-up, chart-topping classic 
hit from Taito. Develop your strategy as you face swarms of 
enemy planes, tanks, gun emplacements and a host of sea¬ 
borne craft as you bomb, blast and battle your way into arcade 
history. 


ARKAHOID REVENGE OF DOH. Eons have passed . yet despite 
apparent annihilation in the original ARKAHOID game, 
Dimension-controlling force "DOH" has come back to life, and 
occupying the huge space craft ZARG, has entered our 
Universe. ARKAHOID type space-fighter MIKTEC runs through 
long forgotten computer data until it finds the answer to his 
threat.."VAUS 2" is launched and speeds towards the 
threatening alien presence, before it can extract its 
revenge..."The Revenge of Doh" 


C. TAITO CORP. 1988 

RENEGADE REBEL WITHOUT A CAUSE? In the knife-edge world of 
the vigilante there is no place to rest, no time to think - but look 
sharp - there is always time to die! From the city subways to the 
gangland ghettos you will always encounter the disciples of evil 
who's mission it is to exterminate the only man on earth who 
dares to throw down the gauntlet on their path - the Renegade. 
PLAY RENEGADE...PLAY MEAH! 
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c TAITOCORP. 

BUBBLE BOBBLE TAITO'S HO 1 ARCADE HIT IS HERE! Meet Bub 
and Bob, two of the busiest beasties you ever saw, as they battle 
their way across 100 levels of controlled chaos in search of their 
girlfriends (ahhh!). Jump around picking up goodies and secret 
weapons as you seek to outsmart your enemies, but 
beware...hang around too long and you'll face Baron von Blubba, 
from whom there's no escape! 


C- TAITO CORP, 1987 

ARKANOID The era and time of this story is unkown. After the 
mothership "Arkanoid" was destroyed, a spacecraft "Vaus" 
scrambled away, only to be trapped in the void... You control the 
Vaus and have to penetrate 32 levels and then confront the 
"Dimension Changer" whom you must destroy in order to reverse 
time and ressurect the "Arkanoid." Frantic action and split 
second timing combine to produce the most addictive and 
compulsive game. 


LEGEND OF KAGE Legend has it that long ago in Japan the 
beautiful Princess Kiri was kidnapped by the evil Dragon King, 
and Kage, a young ninja who was walking with her in the forest at 
the time, was given the formidable task of rescuing her. You 
must help Kage in his quest through the forest to the Dragon 
King's palace, gain entrance, find Kiri and take her to safety, 
while avoiding the Dragon King's ninja guards. 


AVAILABLE OH 

AM5TRAD 

COMMODORE 






..the name 
ef the game 


me ALSO AVAILABLE on 

Imagine Software • 6 Central Street • Manchester M2 5NS • Tel: 061 834 3939 • Telex: 669977 
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S PS is the third Epyx offering 
set in the streets of New York 
(or whatever) and if you ask 
me it's rather a case of selling coal to 
a coal mine. A game needs to be 
something special if it is to succeed 
in the software football scene where 
around about 30 titles are currently 
available. 

I will admit SPS takes me back to 
my days of car park football when I 
was in school, but it doesn't quite 
make the grade. To start with you 
select the pitch you want to play on, 
street or park, each with the 
customary obstacles like oil and 
manholes, although some of the 
hazards supplied by man's best 
friends are not to be found. Rather 
than five-a-side or the more 
traditional eleven, your team 
consists of three members 
handpicked from nine of the local 
deliquents, both boys and girls. 

They all have special skills and 
weaknesses but as in real life there's 
one player who causes everyone to 
scream 'bags first pick' and a person 
who trips up on their own feet who 
the captains are all to happy to give 
to the other side as a hindrance. 

The American unfamiliarity with 
this bastion of British sports is 
clearly displayed in the game text 
when 'hottest soccer moves' means 
passing and heading. Afew 
automatic moves have been 
included such as overhead kicks 


(well that's what it looks like to me) 
but the sprite quality places a large 
dampener on the effect. 

One feature which gives SPS a 
minor advantage is the ability to 
change the team member you 
control by pressing fire and up on 
the joystick. This way the player 
under your guidance isn't left 
standing on the far side of the 
screen with you mentally willing the 
computer to give you access to 
someone nearer the ball. Still, the 
feature doesn not make up for the 
appallingly bad flip-screen scrolling 
which totally fails to follow the ball, 
or the players for that matter, and 
makes the game very hard, not to 
mention confusing. 

Passing is pretty straightforward, 
hit the ball to the nearest player, but 
when you take a shot the ball can be 
aimed at either the upper corner, 
middle or lower corner of the goal 
(not that your shot is always on 
target). Offsides are also included in 
the package but on a three-a-side 
game offsides don't exactly work 
too well so it's best to rush the 
defence rather than pass upheld. 
Penalties are awarded for any 
bumping nearthe goal mouth, 
though I never came across one in 
all the time I played. 

Extra features are abundant such 
as tossing a nickel to choose who 
gets first pick. When a goal is scored 
the scoring player plus the nearest 



A lark in the park. 


other team member run at each 
other, jump and slap hands in mid¬ 
air with a mistimed smack sound. 

SPS is not the best, nor is it the 
worst football game on the 64. It 
plays sluggishly and the sprites are 
too slow and chunky to give the 
game any real action feeling. If you 
ask me your money's better spent 
on Microsoccer. 

Mark Patterson 
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HOPPER COPPER 

Silverbird 

More nonsense from 
Silverbird, I'm afraid; Hopper 
Copper follows the unlikely 
scenario of a policeman whose 
only option, when faced with a 
dangerous gang of thugs, is to 
give chase on a child's Space 
Hopper. 

Set in a small town, a map of 
which is displayed on the inlay, 
the player's task is to try and 
defeat the gang by bouncing 
on them, knocking them 
unconscious, and leaving them 
to be picked up by the local 
gendarmerie. 

The streets scroll past 
horizontally, and pushing up or 
pulling down at a junction 
enters roads at right angles to 
the one you're on, a little like 
Laurel and Hardy (if you were 
mad enough to buy it) or 

Int Rugby 


Deathwish (ditto). 

This simple gameplay leaves 
a lot to be desired, and there 
are very few frills or thrills 
along the way. Simple game, 
simple graphics, simply 


INTERNATIONAL 

RUGBY 

Codemasters 

Something of a first, this rugby 
game on the 64. And about 
time too. While it isn't the 
prettiest thing you've ever seen 
IR does prove to be 
reasonably playable. 

Really though it's little 
different in style from the many 
American Football aames on 
the market with the ball being 
thrown at the snap of the 
button and the perspective 
only changing when the ball is 
kicked over the bar. More for 
the Tongans amongst you than 
the All Blacks we'd say.(6) 


STAR SLAYER 

Silverbird 

Star Slayer is an intergalactic 
bounty hunter, hired by the 
Galactic Federation to infiltrate 
colonies which have been 
overrun by GAP 'the scum' — 
baddies, presumably. 

Star Slayer must negotiate 
the flick-screen colony, 
shooting enough baddies to 
earn the necessary bounty for 
teleportation to the next 
colony. 

Mr Slayer is accompanied 
by his rotund robot, Stardroid, 
who fires in unison with his 
master, and can collect extra 
armour and ammo en route to 
increase his efforts and 
prolong his single life. 

This pallid Cybernoid clone 
provides a reasonable blast for 
one or two goes, but soon 
grows tiresome. You're 
constantly attacked by hordes 
of scummy types and death 
arrives all too swiftly, if you 
aren't careful. 

Those who enjoy mapping 
are well catered for, ana the 


Star Slayer 

mindless blasters will have a 
field day. If you like a bit more 
substance to your games, 
though, take a gander 
elsewhere.(5) 



































































• Cheapo 


LIGHTFORCE 5th GEAR 

Rack It Rack It 





One of the best features of the 
two releases that appeared on 
the FTL label published by 
Gargoyle was Rob Hubbard's 
music, the game took the 
shape of a vertical shoot 'em 
up and really looks a bit dated 
now when you compare it to 
the likes of lo, Armalyte and 
Katakis. Oh no, you can't 
compare it to Katakis anymore 
can you?(6) 

Sanxion 


This is something of a vehicular 
shoot 'em up for Datsun drivers 
we're afraid, though not really 
in the Road Blasters mould. In 
fact you're competing in an 
illegal car race. 

However there's more faults 
in this than an Irish kit car. The 
gameplay screen is confined to 
a strip about the width of a 
Radio 1 sun visor. Add to that 
fiddly car control and dull 
gameplay and you're better off 
saving you money on ... ( 4 ) 


am 
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SANXION 

Rack It 

This was Thalamus' first game 
released way back when 
Andrew 'Suedehead' Wright 
was running it. It was also 
Stavros Fasoulas' debut shoot 
'em up and a pretty good 


effort it was too. 

Ten levels of testing blasting 
with some diverting bonus 
screens in between. Add to that 
some very smooth parallax 
and bright, clean looking 
graphics and you have the 
re-release of the month by a 
long way.(9) 


SHOCKWAY 

RIDER 

Rack It 

Released some five months 
after Lightforce ; Shockway 
Rider took its inspiration from 
2000AD. Set in a Mega City 
style metropolis populated by 
punks and freaks your 

Shockway Rider 

objective was to go full circle 
on the walkways which ran 
round the place. A bit like 
running the hoop in Halo 
Jones. 

Naturally there were all 
manner of nasties trying to stop 
you, and there's plenty of 
dodging and brick throwing to 
be done. Again a little bit 
dated but good clean fun all 
the same.(/) 


SCORPION 

Rack-It 

This is quite a departure for the 
Rack-It label, in that it's 
absolutely dire. Set inside some 
futuristic oil installation or 
other, the aim of the game is 
negotiate the maze-like series 
of pipes which have been 
inhabited by all manner of 
alien creatures. 

One such alien scurries 
along the network, dropping 
glowing bombs along the way. 
It left unattended the bombs 
explode, destroying the current 
ship. The aim is therefore to 
travel along the pipes, 
collecting the bombs and 
attempting to destroy the 
bomb-dropping aliens before 
they can drop any more. 

Bomber aliens are destroyed 
by several blasts from your 
laser, while the other 
marauding beings simply 
switch direction whenever shot. 
If any alien touches your ship 
you're destroyed, and if all the 
bombs aren't collected before 
the timer runs out, it's 
goodnight Vienna. 

As with previous Rack-It 
releases, presentation is good, 
scrolling is smooth, the 
animation decent, and the 
soundtrack excellent. 
Unfortunately the gameplay is 
awful. It's fiddly, frustrating and 
decidedly dull. A great 
incentive to start saving, 
this... ( 2 ) 


CHEAPO OF THE MONTH 


SLAYER 

Rack It 

Another original from 
Hewson's budget label though 
it has to be said it owes much to 
Zynaps. That's no mean 
recommendation either and 
honour is maintained in one of 
the slickest budget shoot 'em 
ups we've seen since, ooh, 

CU's very own giveaway next 
month Exceleron. A shameless 
plug we know. 

Getting back to Slayer it is a 
left to right scroller with gallons 
of flying nasties, snakes, some 
particularly large sprites and 
exquisite backdrops. Pick up 
extra weaponry including 
multiples which neatly revolve 
around the ship. There's some 
nice muthaships at the end of 
each level too, what can we 
say? Erwow, erm Cheapo of 
the Month, buy it, enjoy it!(10) 
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Water is evaporating faster than it is 
being replenished, and the planet of 
Aquaria is in danger of drying out. A 
top priority project is underway at the 
Opah University in the city of Hydro- 
polis, where, under the direction of 
the eminent Dr. Roach, a device is 
being built. The device is designed to 
teleport vast volumes of water to 
Aquarius, to reverse the flow, and 
thus save the Aquarians from a catas¬ 
trophic drought. 

Unfortunately, an interdimensional 
anarchist group, The Seven Deadly 
Fins, have other ideas. They are 
plotting the demise of Hydropolis, 
and hope to achieve this by sabotag¬ 
ing the project. The University au¬ 
thorities, convinced that the project 
team has been infiltrated, call upon 
Roach to investigate and fillet out the 
intruder. 

And so it came about, that as I 
swam innocently into the plastic cas¬ 
tle that had dropped as if from 
nowhere into my bowl and settled 
gently on the gravel at the bottom, I 
was mistakenly assumed to be an 
applicant for the job of special inves¬ 
tigator, and transported into the body 
of Roach, with the task of saving 
Aquaria. 

I found myself in Roach’s luxury 
water-conditioned apartment, and 
collecting my Fishofax from the man- 
tlepiece, I set off to nearby Padding¬ 
ton underground station, to keep an 
important appointment at Opah. 

After looking around a bit, things 
didn’t look too bright. In the project 
room itself, a wallplan showed that of 
seven components required for the 
Device, only one was in stock — a 
wallplan. The missing parts included 
such items as a filter, a case, and a 
shelf, and I soon got the idea that 
suitable equivalents might be found 
in unlikely places. I found a few, too, 
but actually getting hold of them, 
however, was not so easy! 

Steve, for example, who runs a 
second hand shop near Eelpout, was 
most insistent that the old case on 
display had already been sold. It was 
enough to make me decide to take 
the tube to Pickerel, and have a 
snifter or two in the Hook Line and 


Rainbird/ 

Magnetic 

Scrolls 

Amiga: 

£24.95 


Bar room blues. 


custeiers to sniff a snifter" as Steve keeps sajinj. Tie exits lead north and 

fifti 

There is a eilinder and a stool here. Iric (Mb is here. A drunk leans, 
soienhat ansteadils, against the bar. 

Hook in fishofax _ 


by Keith Campbell 
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# Adventure 



Sinker. It was a terrible journey — the 
train was full of guppies. 

Fish , is the latest game from 
Magnetic Scrolls, and their third this 
year. Full of fishy puns, you may by 
now have gathered that you play the 
part of a goldfish in a watery environ¬ 
ment. So having a drink in the local is 
a whole new experience, involving 
placing a mask over ones face to 
inhale the intoxicating gases. 

The construction of Fish is unusual. 
Before getting into the main part of 
the game, it is necessary to complete 
three mini-adventures. The fish- 
people of Aquaria, as well as having 
all the usual fishy appendages, are 
endowed with arms and hands. As a 
mere goldfish, you are a plain fish, so 
the mini-adventures cast you in the 
role of a human to get you used to 
manipulating things when you even¬ 
tually take the form of Dr. Roach. 
Solve all three mini-adventures, and 
you are judged trained and capable 
of tackling the job for which the 
fish-god Dagon mistakenly thinks you 
have applied. 

The mini-adventures are really 
quite small, but nevertheless, they 
take a while to work through. You 
must retrieve a key from each sce¬ 
nario — a recording studio, a ruined 
abbey, and a forest of Kerovnian 
nature. These can be entered in any 
order, and whilst pondering on a 
sticky problem in one, you can pop 
out of it and into one of the others. 

The recording studio is where you 
first meet up with the ubiquitous 
Steve, but success in getting away 
with a key is elusive unless you can 


Things start swinging. 



ifitbin and tbe straw *«ic coibinc to jive this place a spooks atiospbere. 
To tbe »est a track leads back into tbe ilooi sorroondinj the van. 

& leaflet has been dropped bs son mtbinkinj loot. Hash# sou should pick it 


jet leaflet and then read it 


Be efishient pick up the leaflet. 

satisfy his insatiable thirst for coffee. in their field, Fish is a completely 
The forest has Pythonesque over- off-beat affair. It will have you gurg- 

tones. You won’t find a pouch in its ling with mirth, until the air-bubbles 

hollow stump — what you will find is 5 trickle up your cheeks, 
a complete loony living inside it. | 

Convinced he is famous for his phi¬ 
losophy that every man should find a 
bird, his own best friend is an explod¬ 
ing homing-pigeon with absolutely no 
sense of direction! 

With graphics that have made 
Magnetic Scrolls adventures unique 
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PLAYABILITY 
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Advanced 

Dungeonsj^piagpns 



COMPUTER PRODUCT 


Hw the mystical world ofKrynn an epic battle rages between the forces of good and 
evil. Eight brave companions enter the treacherous ruins of the temple ofXak Tsaroth 
seeking the precious Disks of Mishakal - the only end to this infernal struggle. 
Draconian monsters, skeletal undead, powerful magic and countless other terrors 
___ face the adventurers but the way is 


barred by the ancient black dragon, 
Khisanth. Find the key to destroy 
Khisanth or you are doomed to 
failure. 


ARCADE ACTION 


\ CBM 641128 
W j) \ £9.99c, £14.99rf 

V SPECTRUM 48/128 
\ £9.99c, +3 £14.99d 

\ AMSTRAD 
£9.99 c, £14.99rf 
IBM PC & COMPATIBLES 
^ £24.99 d 

AMIGA £24.99 d • ATARI ST £24.99d 


1 She fabled city of Phlan has been overrun by monsters - your 
quest: discover the identity of this evil force. No detail is missed, 6 player 
characters; non player characters; the 
Adventurers' Journal packed with history, 
maps and clues, and the Translation Wheel. The gameplay 
is exhilarating and the graphics state-of-the-art portrait 
displays, 3D-perspective, tactical combat display and 
personalised weapons: the ultimate breakthrough in fantasy 
role playing computer games. 

CBM 641128 £9.99 c £U.99d 
AMIGA £24.99d ■ ATARI ST £24.99 d 
IBM PC & COMPATIBLES £24.99 d 


fantasYrole playing 


U.S.Gold Ltd., Units 2/3 Holford Way, 
Holford, Birmingham B6 7AX. 

Tel: 021 356 3388. 


© 1988 TSR, Inc. All rights reserved. Advanced Dungeons and 
Dragons is a trademark owned by TSR, Inc. Lake Geneva, WI, U.S. A. 
and under license from SSI, Inc. Mountain View, CA, U.S.A. 










































# Adventure 



Lankhor 

Amiga: 

£24.95 

A desperate telegram pleading for 
help, has you rushing to Mortville 
Manor, to seek out Julia Defranck. 
Very ill, she expresses fears for the 
safety of her family. 


in the picture to which you want to 
move. 

To carry out other actions, ACT on 
the menu bar displays a long list of 
selectable verbs. Objects are taken 
by first discovering where they lay 
(you may have to open, say a drawer) 
and then searching it, using the ACT 
menu. If there is anything of interest 
inside, these will be graphically dis¬ 
played in sequence, allowing each to 
be taken, or otherwise manipulated. 




MORTVILLE 


MANOR 


Out in the cold. 

The crux of the game is interaction 
with the family of the deceased dur¬ 
ing your investigation. They all move 
about the manor and grounds, and 
sometimes gather in small groups at 
different times of the day. When you 
find yourself in the company of some¬ 
one you wish to question, the DIScuss 
option on the menu bar produces a 
list of the characters, with the avail¬ 
able ones shown in highlight. 

Selecting one of these causes an 


animated portrait 
question to be displayed, 
a list of questions or subjects for 
discussion, such as Julia’s death, Eva’s 
relationship with Max, and so on. 
Further subjects are added to the list 
as you make more discoveries whilst 
progressing through the game. 

Once a subject has been chosen, 
an animated portrait of the suspect 
replies in sound only — no text 
captions are provided. The result is 


▲ Come in and look at 
my etchings ... 


often comic, for the speech has a 
very distinct French accent superim¬ 
posed on a robotic intonation. In 
posing your questions, it pays to be 
discreet, for asking too many ques¬ 
tions tends to produce hostility, and 
results in the rather monotonous 
answer “You are too curious.” 

The mystery is solved by the pro¬ 
cess of deduction — from the diffe¬ 
rent answers you get to the same 
questions, together with other clues 
your sharp sense of observation pro¬ 
vides you with, as you move from 
room to room. Why, for example, does 
Bob seem to think Julia died from 
frostbite, when everyone else tells 
you she died from pulmonary embol¬ 
ism? 

Altogether a ‘different’ game, with 
plenty of atmosphere, and whilst I’m 
not sure that I would like to play with 
that format frequently, it does make a 
refreshing change. 


And so you find yourself in the 
mountains, the snow covered manor 
in front of you gleaming in the morn¬ 
ing sun. As you approach, a wolf 
howls, sending a shiver down your 
spine, and the bell on the chapel tolls, 
almost as if in warning. 

Entering the great building, you are 
greeted with the news that Julia has 
died, and her family has gathered at 
the manor to sort out her affairs. The 
detective in you tells you that all is not 
as it seems, and so you set about 
investigating what you are convinced 
is a case of murder. 

Mortville Manor is of French origin, 
and has to be the first adventure that 
uses digitised sound as an integral 
part of the game, rather than as an 
added extra. 

All actions are performed using 
function keys and mouse — there is 
no text input at all. For example, to 
move, the MOVE option on the menu 
bar is touched with the mouse, and a 
drop-down menu lists the available 
locations. Select it, and you are on 
your way. Sometimes you are also 
offered the option of ‘choice on 
screen’, and can then point to a place 


GRAPHICS 

8 

PLAYABILITY 

8 

PUZZLEABILITY 

8 
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by Keith 
Campbell 


CAMPBELL’S 

COMMENT 


Here’s a dissatisfied customer! I 
wonder if he understands the subtle¬ 
ties of English humour and slang...? 

* I want to complain about your re¬ 
view of Jinxter. I bought the game for 
my 64 (before I read your review) 
and was immediately dissatisfied 
with it. The graphics are terrible, and 
yet you gave them a 10, and it loads 
for almost 30 seconds between re¬ 
sponses! 

You also said that in places prob¬ 
lems were more like vocabulary 
problems, and that because of that it 
got a lower playability rating. You 
gave it a 10! Personally, I think it 
deserved a 2! Also, you said the 
review was for the 64, whereas the 
graphics pictured were obviously 
Amiga screenshots. 

Don’t get me wrong, I thought your 
reviews of Stationfall and Lurking 
Horror were great. I just don’t want 


another hapless 64 owner to waste 
their money on Jinxter. 

Asif Hassan, 

Adnoc, 

Abu Dhabi. 

Campbell’s Comment: Two things 
went wrong with the Jinxter re¬ 
view. The Amiga version and price 
were omitted from the title, and 
should have come before the C-64. 
And the Puzzleability and Playabil¬ 
ity ratings got transposed. 

As for the graphics, once you’ve 
seen a picture, it doesn’t appear 
again unless you want it to, thus 
speeding up the response. And I 
challenge you to name a C-64 
adventure with better graphics! 
And I still think it’s a great adven¬ 
ture, so there! 

And now, what’s life like in Po¬ 
land, for a 64 owner? 


*1 enclose a copy of Bajtek magazine, 
because this issue is an event for all 
Commodore users in Poland. It is the 
first magazine dedicated to Commod¬ 
ore only. I would like to make a small 
review of this issue. 

First there is very good news on 
page 3. An interview with Paul 
Moloney says that Commodore is 
going to sell thousands of 64,128, and 
Amiga machines in Eastern Europe. 
Russia is even going to use the C-64 
as an educational computer at school. 
I hope that not only computers will be 
more easily available — also soft¬ 
ware, too. 

This interview is in fact the most 
interesting part of the mag. A lot of 
information is very old and useless. 
Games reviewed {Flight Simulator II, 
The Last Ninja) are well known to all 
Commodore users in Poland. 

On page 27 is a review of other 


Commodore magazines, including 
the title page of Commodore User. 
But what an old photo it is!! The small 
review of your magazine says that it 
costs 95p! When was it? A small 
announcement says that inside one 
can find a review of Lord Of The 
Rings.... 

As you see, some information is 
really old, but it is good that editors 
have finally noticed this computer 
existing in our country. 

Krzysztof Struszczak, 

Lodz, Poland. 

Campbell’s Comment: The CU pic¬ 
tured in Bajtek was the March 1986 
issue, when a certain Mr John 
Ransley was writing Into The Val¬ 
ley! I took over from him in May 
that year. Greetings from us at CU 
to all your Commodore using 
friends in Poland! 


VALLEY RESCUE 


The Shard of Inovar deserves a cult 
following. So believes Marrie Rosen- 
brand of Noord-Brabant in The 
Netherlands. You may remember that 
Beverley Knight was stuck twixt east 
and west back in July. In this month’s 
clues section, Marrie helps to move 
her north, with a sudden burst of 
inspiration. However, Marrie then ran 
out of steam east of the hill, and 
couldn’t pass the ‘naslava’. 

“I like Shard of Inovar very much 
because of its atmosphere, but the 
programmers shouldn’t have used 
such an appalling font for the text. It’s 
a strain on the eye. But then again for 
a budget game...” comments Marrie. 
Continuing that Shard deserves a cult 
following, Marrie suggests that if Be¬ 
verley, or any other player would like 
to correspond about it, “...that would 
be great.” So if you fancy some 
company in playing Shard , write to 



M. J. Rosenbrand, Hogezandschel 11, 
5161 RL Sprang-Capelle, Noord- 
Brabant, Nederland. 

Steven Lyon of Liverpool has 
attained an IQ of 2 by drinking water, 
and by thinking, but he isn’t clever 
enough yet to read a book. He is 
stuck in the first room of Part 3 of 
Frankenstein , which he is not able to 
leave because he needs to under¬ 
stand a little more. He’s sure the 
answer is obvious, but of course, it’s 
always the obvious that is the most 
difficult to see! 

What should Olav Bjoembakken 
say to the stone man to wake him up, 
in Bard’s Tale IP And where is the 
entrance to the crypt? 

Help with Maniac Mansion for Pat¬ 
rick Beenan, has come from far off 
places! Melinda Brand wrote from 
Australia, whilst Asif Hassan sent 
some tips from Abu Dhabi. “For 


starters there’s no gas for the chain¬ 
saw so it’s useless,” writes Asif Has¬ 
san. “The combination to the safe is 
written underneath it on the wall, but 
it’s too small to read. Try using the 
telescope. The combination to the 
inner door is always the high score 
on the Meteor Mess game, provided 
that Dr Fred has played first.” 

Whenever Carlos Montero enters 
the well, a Philbert eats him alive! 
Whenever he rings a bell by the high 
gates, Franklin Snarl has him killed 
by a monster! Carlos, from Maas- 
mechelen in Belgium, is playing Tass 
Times — who can help him? 

Aidan McLoughlin is on a ledge, 
watching the moon rising above the 
cliff, wondering what on earth to do 
next. Any experienced Wolfmen ab¬ 
out? 

“How can I get into Dracula’s room 
without him killing me?” asks Yngve 


Nordgaard, of Sortland in Norway. 
And there’s that room in Jack The 
Ripper, that’s bugging him, too! You 
know, the room with the paintings. 

Finally, Alen Williams, having got 
over his grizzles about sexism in 
computer magazines, has got real 
problems! He just lit a fire and went to 
sleep, and guess who woke him up? 
“Old big stuff himself, Frankenstein!” 
complained Alen, “And I do not know 
how to get past him!” Worse still, 
Alen still can’t get past the man with 
the gun, in EurekaWl “So, Mr Super- 
duperwellhunkypersori, if you know, 
would you please be a little flower 
and let old Uncle A1 know?” If you 
mean me, Al, ’fraid I don’t! Any 
knowing petals around? 

If you can’t help others with their 
problems, perhaps you need some 
help yourself, with your adventure! 
Write to me at The Valley, Commod¬ 
ore User, 30-32 Farringdon Lane, 
London EC1R 3AU, and I will do my 
best to sort an answer out for you! 





9 Adventure 


CLUES 

FRANKENSTEIN: 

Pick up first fruit and smell it; pick up 
second fruit, smell it and eat it. 

SHARD OF INOVAR: 

West from the dais, examine the 
boulder and sign, use the vial, ex¬ 
amine tree and hole, and get the 
hand. You won’t be successful in this, 
but a new exit will appear. 


MASTERS OF THE UNIVERSE: 

Hit coat (of arms) to enter the castle. 

DRACULA: 

At the entrance to the labyrinth, go 
south twice to find a lamp. Return 
north, then east. 

STATIONFALL: 

To discover what to do about the final 
pyramid, the mayor’s code should 
match your dotty taste! 

JINXTER: 

If the bell is too noisy, put a sock in it! 


NEWS FROM INFOCOM 


ZORKONE 

Always been envious of those 
lucky people with disc drives, who 
are able to play Infocom adventures? 
Your turn has come! By the time you 
read this, Zork 1 should be available 
on C-64 cassette, for £9.99. It remains 
to be seen whether this will be an 
abridged version, or have a cut-down 
parser — watch out for a review in 
the next issue! 

ZORK ZERO 

Watch out early next year Zork | 
Zero — The Revenge of Megaboz. 
Featuring the newest generation In¬ 
focom parser, mouse interface and 
on-screen map, Zork Zero will bring | 


you face to face for the very first time, 
with Lord Dimwit Flathead The Ex¬ 
cessive himself! 

Zork Zero will be available for the 
Amiga. Described as a prequel to 
Zork 1, and written by Steve (.Leather 
Goddesses) Meretzky, Zork Zero will 
cover the first century of the Great 
Underground Empire. 

JOURNEY — A ROLE 
PLAYING EPIC 

A whole new realm of software 
from Infocom is promised, in a series 
of Role-Play Chronicles, told in the | 
tradition of Tolkien’s ‘Lord of the 
Rings’. 

Journey will be released for Amiga 
early in 1989, with a C-128 version to 
follow in the spring. 



SHOGUN — WITH Graphics in Japanese style will be 

GRAPHICS used for text borders and story illus¬ 

trations, as well as rewards for solv- 
In collaboration with James Clavell, ing puzzles and handling situations 

author of the best selling novel Sho- successfully, 
gun, Dave Lebling is busy putting the Shogun will be available for Amiga 
finishing touches to an interactive tale in the spring of 1989, and for the 

of intrigue of the same name. C-128 in early summer. 


CUT THIS OUT AND GIVE IT TO YOUR NEWSAGENT 


You've nobody-to 
kick but yourself. 


.. .if you don’t tell your local newsagent to reserve you a 
copy of the month’s raddest read. So cut this out, hand 
it over and relaaaaax... 

Please Mr Newsagent reserve me a copy of 
Commodore User every month 


Name. 


Address. 
































F antasy Role Playing 
(FRP) came into being 
around mid 1974, when 
a company called TSR 
issued a game called 
Dungeons And Dungeons. 
D+D, as it is affectionately 
known, was the brainchild of 
one E Gary Gygax, a disillu¬ 
sioned wargamer. Gygax 
found wargaming overly com¬ 
plex, immensely slow and very 
time consuming. He therefore 
decided to do something ab¬ 
out it, so he invented D+D. 

The concept was unique at 
the time. Instead of playing the 
commander of a huge army, 
you could pay the part of one 
single character, for whom 
you would ultimately feel more 
responsible. Furthermore, he 
created the concept of the 
Dungeon Master. This was a 
person who would run the 
game from a completely neut¬ 
ral viewpoint, and in essence 
play the part of a referee/god. 

The idea behind the game 
was this; You would play the 


T he DM was a person who 
did not play the game. 
He or she simply ran it. It 
was up to a DM to read the 
rules, allocate the monsters 
and eventually shape the 
world which your characters 
would inhabit. A game of D+D 
was only as good as the DM 
who ran it and if the DM did 
not put the time and effort into 
the creation of the game, then 
a pretty poor time could be 
had by all. Being a DM is no 
easy task by the way, it takes a 
lot of forethought, quick think¬ 
ing, bluff, understanding and 
general confidence to pull it 
off. However, it has its advan¬ 
tages. Whilst the players are 
fumbling about, trying to make 
their minds up what to do, you 
know exactly what is going to 
happen next and can see how 
much of a mess the party of 
adventurers has made of a 
given situation!! It’s easy to see 
that a game of D+D can be 
extremely suspense filled, 
especially if the DM has a 
small streak of sadism. 

Furthermore there was a lot 
of dice rolling to be had, with 
all kinds of weird and wonder¬ 
ful die. The dice in fact ranged 
from the lowly four sided die 
to the ultra important 20 sided 


KAGON 

KASHIN’ 


part of a character in a mythic¬ 
al fantasy land, where swords 
and sorcery prevailed. Your 
character would start off as 
one of four character classes; 
Thief, Fighter, Magic User or 
Cleric. Each character class 
had its own special abilities 
and it was your skill as a 
player to guide your character 
through a world where vicious 
monsters were an everyday 
threat, dragons were common 
place and dark dingy 
dungeons just begged to be 
explored. You would play the 
game alongside your friends, 
who would be equally as help¬ 
less and under the control of 
the Dungeon Master (DM). 


FANTASY ROLE- 

PLAYING GAMES 

The words “Fantasy Role Playing” (FRP) are 
being bandied about the computer scene with 
increasing frequency, but few people know 
what they really mean or where they originate 
from. Who thought of them and what 
relevance do they have to computer games as 
we know them? 

With these questions in mind, CU asked FRP 
aficionado Wayne to answer all the above 
(and more) in his own inimitable style ... 




















die, which was used for com¬ 
bat results. It is hard to im¬ 
agine the thrill and tension in 
rolling a 20 sided dice, but 
take it from me, I have seen 
adults bite their fingers down 
to knuckles on the solitary role 
of one die. 

The reason for all this 
knuckle chewing is the life or 
death of your character. You 
see there is no winner or loser 
in D+D, as the game is not 
based around victory. The 
main aim was to keep your 
character alive, according to 
its beliefs. If your character 
survived at the end of an 
adventure, it was given Ex¬ 
perience Points, which, if 
amassed to a certain amount 
could enable your character to 
progress in certain ways. First 
of all it would be harder to kill 
and equally as important, it 
would progress in its major 
skill. For example, a fighter 
would be able to land more 
blows in combat and a magic 
user could cast more intricate 
and deadly spells. 


S o, with the advent of D+D, 
the concept of FRP was 
bom. Since 1974, many 
FRP games have been mar¬ 
keted, with various degrees of 
success. For example, 
“Traveller” is a sci-fi FRP, 
which allows you to attempt 
playing the part' of a mercen¬ 
ary soldier or a trader. You 
can travel all around the 
galaxy, meeting (and some¬ 
times) killing aliens, taking on 
missions etc. “Warhammer” is 
a complete FRP system and 
also a game for mass Fantasy 
armies. Gygax resurfaced 
some years later with, AD+D, 
a more realistic, if more com¬ 
plex D+D. Over the years 
however, FRP games have 
been expanded to extreme 
levels to suit everybody’s 
taste. Gone is the normal D+D 
concept. “Call Of Cthulhu”, is 
an FRP based and inspired by 
the novels of H.P. Lovecraft, 
the renown horror writer, 
“Twighlight 2000” is a game 
based on earth after a third 
world nuclear war. 

The tabletop FRP games ex¬ 
panded at a phenomenal rate 
and are still very popular in¬ 
deed. 

It wasn’t long until Tabletop 
FRP was developed further. 
Now you can actually experi¬ 
ence REAL Live Role Playing. 
Live Role Playing (LRP) is 
where you actually get dres¬ 
sed up in the relevant clothes, 
obtain the necessary weapons 
and actually go down deep, 
dark, dingy, dismal, claus¬ 


trophobic, cold caves and 
fight monsters. Before you get 
worried, the swords are pad¬ 
ded and made up of foam and 
gaffa tape, whilst the monsters 
are people dressed up in the 
appropriate costumes. Don’t 
knock it until you try it. It really 
is the most exhilirating form of 
FRP there is. 

Many problems can present 
themselves in the aforemen¬ 
tioned FRP games however, 
and the two most common are 
time and availability. It is just 
not possible for people to 
meet all at the same time, 
week in week out, to play an 
FRP game, no matter how 
good it is. So enter the concept 
of Play By Mail (PBM) and Solo 
Role Playing Books. 

P BM is nearly the same as 
over the table FRP except 
that your DM is based 
miles away from you, and your 
fellow roleplayers are scat¬ 


tered around the country, if not 
the world. In PBM you either 
write down a set of instruc¬ 
tions, which you wish the DM 
to process, or you write down 
a series of numbers and fi¬ 
gures, which are understood 
by a computer, who also plays 
the part of a DM. Through the 
use of dice or a computer 


program, your instructions are 
interpreted and a result is re¬ 
turned to you. You are 
charged a fee which can be 
anything from fifty pence to a 
fiver. 

SRPB are another matter 
altogether. First of all you have 
to find the form of adventure 
book that you require and then 


Mirrorsoft’s Dungeon 
Master (Amiga). 


SSI’s Dragon 
Lance (Amiga). 




















































RAGON 

BASH IN' 


you read the introduction. 
Once the game system is 
understood, you then assume 
the part of the main character 
of the book and you set off on 
your quest. This may be any¬ 
thing from obtaining a magical 
gem to saving your parents 
from the clutches of a bunch of 
23rd century bikers. SRPB are 
divided up into hundreds of 
paragraphs, which have diffe¬ 
rent answers. You have to 
choose an option and once 
done you are moved onto 
another section of the book. 
For example Paragraph 10 
may read: “You cross the bar¬ 
ren desert and through the 
humid haze you find the rust¬ 
ing hulk of a long forgotten 
Third World War tank. It looks 
like it has been here for de¬ 
cades, as sand covers it up to 
the turret, which is open. Do 
you: Examine the turret (35), 
Search the surrounding area 
for booby traps (98) or Con¬ 
tinue on your trek ignoring the 
tank completely (69).” 

It would be for you to make 
up your mind and turn to the 
appropriate paragraph, which 
is numbered in brackets. This 
would present you with 
another description and a 
further set of paragraphs to 
move to. You would keep on 
like this until you died or 
completed the adventure. 


F RP games were always 
down for computeriza¬ 
tion, but it was almost an 
impossibility until the 16 bit 
machines turned up. The 
nearest thing an FRP’er got to 
an FRP game on computer was 
an adventure, which was far 
from satisfactory. Of course 
over the years there have 
been the Ultima series, The 
Bards Tale compendium and 
games like Wizardry and 
Phantasie, which have con¬ 
tained roleplaying elements, 
but have not been true role 
playing games. 

With the additional power 
and memory 16 bit machines 
contain, the programmers 
have finally got the chance 
they needed. One of the first 
decent role playing games 
looks set to be Mirrorsoft’s 
Dungeon Master, (now you 


know where they got the 
game’s name from). The game 
gives roleplayers the flexibility 
they had been dreaming of. No 
longer does a game depend 
on a one word answer or a 
series of tasks being com¬ 
pleted in a set order. There is 
a unique magic system to be 
learned, an option to retreat 
and solve the problem from 
another angle, magic items to 
be examined, levels to be 
achieved and, most of all, free¬ 
dom of choice! 

However, hot on the heels of 
FTL comes the latest release 
front the combined forces of 
TSR/SSI/US Gold in the form of 
Advanced Dungeons and Dra¬ 
gons, which brings me nicely 
back to where I started. These 
classic tabletop games have 
been released in two formats, 
namely The Pools Of Radiance 
and Heroes Of The Lance. 
Both the games are based on 
the best selling Dragonlance 
Chronicles which started life 
as a set of adventures for over 
the table role players. They 
were then converted into a 
series of best selling books, 
and have now turned up as a 
computer game. Heroes, is a 
cross between an arcade and 
a platform game, whilst Pools 
is a role player’s dream. The 
latter game sticks firmly to the 
AD+D tabletop rules, but has 
the added advantage of being 
playable by one person. Pools 
of Radiance is reviewed on 
page 34. 


I t is fast becoming clear that 
during the latter part of the 
year and in the immediate 
future, FRP computer games 
will be the thing. Original Tab¬ 
letop FRP games will be com- 
putrised for solo play, to 
appease individual needs. At 
the moment Battletech, the 
futuristic best seller game 
based upon 100 ton robot war¬ 
riors shooting it out with hor¬ 
rendous amounts of hi-tech 
weaponry, is in the process of 
being computerized by Mel¬ 
bourne House/Mastertronic 
and other famous FRP games 
are already in the pipeline. I 
predict in the none to distant 
future, we will see such FRP 
games such as Runequest and 



A typical map from the Dragon Lance atlas. 

Call of Cthulhu computerized, them, that you read about them 
with many other games follow- first in CU! 
ing. Remember when you see 






































































TO ADVERTISE IN SELL-OUT CALL TOM GLENISTER ON 01-251 6222 




SOFTWARE 




I FINANCIAL • SYSTEMS • SOFTWARE • LIMITED I 


18 High Street • Pershore • Worcs • WR10 1BG 

Telephone: (0386) 553153 


^ 1541/71 Disk Drive Alignment Package 

Problems with your disk drive? The alignment package 
reports the alignment condition of the disk drive as you 
perform adjustments. On screen help is available while the 
program is running. Includes features for seed and head 
stop adjustment. Allows you to test each full and half track 
as you realign the drive. Complete instruction manual on 
aligning both 1571 and 1541 drives. Even includes 
instructions on how to load the alignment program when 
nothing else will load. Works on the C64, SX64 and 128 in 
64 or 128 mode. Only £24.95. 


Fast Hackem v6.0.£29.95 

Merlin 128 Assembler.£49.95 

Commodore 1351 Mouse. £29.95 

Fontmaster 128.£49.95 

Petspeed/Hackpack 128.. £19.95 
CADPACK/Chartpack 128/64 


Super Cat 64.£24.95 

Toyshop 64.£39.95 

Printshop 64/.£29.95 



F00TMLI1 CRICKET 

SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years) 

4 CLASSIC Strategy Games packed with GENUINE & REALISTIC Features. 

PREMIER II: CAN YOU HANDLE ALL OF THIS? Play all teams Home & Away. Unique & Comprehensive Transfer Market Feature 
Full Team & Substitute Selection • In-Match Substitutions • Match Injuries • Team Morale • Transfer Demands • 7 Skill 
Levels • Manager s Salary • Continuing Seasons • Job Offers • Sackings • Save Game + MUCH MORE! 

EUROPEAN II: THE MOST COMPLETE EUROPEAN SIMULATION YOU CAN BUY! Home & Away Legs • Penalty Shoot Out 
2 Substitutes Allowed • Away Goals Count Double • Full Team & Subs Selection • Extra Time • 7 Skill Levels • Disciplinary 
Table • Save Game • TEXT MATCH SIMULATION 0 Match Timer, Named & Recorded Goal Scorers, Corners, Free Kicks, Goal 
Times, Disallowed Goals, Sending Off, Injury Time, Penalties, Bookings + MUCH MORE! 

WORLD CHAMPIONS: A COMPLETE WORLD CUP SIMULATION Select Frendlies • Sguad of 25 Players • Qualifying Rounds 
2 In-Match Subsitutes • Disciplinary Table • Select Tour Opponents • Save Game • 7 Skill Levels • Extra Time • Penalty 
Shoot-Out • TEXT MATCH SIMULATION including: Bookings, Goal Times, Named & Recorded Goal Scorers, Injury Time 
Comers, Free Kicks, Match Clock, Penalties + MUCH MUCH MORE! 

CRICKET MASTER: A SUPERB SIMULATION OF ONE DAY CRICKET. Weather Wicket& Outfield Conditions • Batting & Bowling 
Tactics Team Selection • Fast, Spin & Medium Pace Bowlers • 4 Types of Batsmen • Select Field Layout • 3 Skill Levels • 
Wides Byes • No Ball • Dropped Catches • Scoreboard • Batting & Bowling Analysis • Run Rate • Run Single Option • 3 
Game Speeds + MUCH MORE! Price includes a FREE pad of CRICKET MASTER Scoresheets. 

Software 
availability 

PREMIER II 
EUROPEAN II 
WORLD CHAMPIONS 
CRICKET MASTER 
GREAT VALUE 
FANTASTIC 


Spectrum 

Commodore 

Amstrad 

Any 48+128 

64 +128 


CPC 

Tape 

Disc +3 

Tape 

5 V4" Disc 

Tape 

3" Disc 

£6.95 

£10.95 

£7.95 

£10.45 

£7.95 

£11.95 

£6.95 £10.95 

£7.95 

£10.45 

n/a 

n/a 

£6.95 £10.95 

£7.95 

£10.45 

£7.95 

£11.95 

£7.95 

£11.95 

£8.95 

£11.45 

£8.95 

£12.95 


Send to: E & J SOFTWARE, Room C2, 37 Westmoor Road, ENFIELD, Middlesex EN3 7LE 


MATRIX SOFTWARE HIRE 

THE CHEAPEST WAY TO PLAY THEM ALL 

Top games titles for Spectrum, Commodore and 
Amstrad, please state system. 

Details from: 

Matrix Leisure Club 
Deptc.u., 271, Stanstead Road, 

Bishops Stortford, 

Herts CM23 2BT 


Cl 28, C2N Datacassette, Neos, 
mouse, cheese, two joysticks (broken), 
£342 of software. £350 o.n.o. Phone 
Lichefield (0543) 262466 ask for Chris. 


CBM 64 1541 Disc drive, C2N, action 
replay Mk 4. £3000 worth of software. 
Many of disc. Includes utilities, books 
and mags. Bargain at £700. Tel. Crdiff 
732276 after 6pm ask for Nigel. 


X-RATED ADVENTURE You are alone in 
a large complex; sent to steal and use 
a secret project. Features sound, two 
playing modes, cheat death password. 
Sent £6.00 to Landmark Software, 16 
Milne Road, Ashford, Kent. TN24 0EN. 
P.O. Cheque for CBM 64. 


HOMEMADE reset switches £1.50, 
Mark, 25 Captains Road, Kings 
Teignton, Devon TQ12 3JQ. 


Cl 28D, Joystick and expert cartridge, 
plus over £100 disk software for sale. 
Quick sale desirbed. £250 o.n.o. 
secures. Phone 01 -636 2892 after 6pm. 


★ ★ 


REPAIRS 


★ ★ 


PROBLEMS WITH YOUR COMMODORE? 

FOR FAST, RELIABLE AND PROFESSIONAL 

REPAIRS AT COMPETITIVE PRICES 

P M ENGINEERING 

UNIT 8, NEW ROAD, ST. IVES, 
CAMBRIDGESHIRE, PEI7 4BG 

We can also supply you with: Hardware, 
Software, Blank Discs, Accessories and 
Spare Parts , 

VISA 

ST. IVES (0480) 61394 mimm 



Computer repairs 


□ 


Fixed Super Low Prices! 

Inclusive of parts, labour and VAT 

1 week turnround 

Collection and delivery service available 

★ EXCEPTIONAL OFFERS 


FIRST AID 
FOR 

TECHNOLOGY 


£22 inc. + Free Game 
£32 inc. 

£18 inc. 

£22 inc. 

£14 inc. + Free Game 
£16 inc. 

£20 inc. 

£16.99 inc. 

£38 inc. 

Please enclose payment with item — 3 month warranty on repair 
Please enclose advert with repair 

W.T.S. ELECTRONICS 

Studio Master House, Chaulend Lane, Luton, Beds LU4 8EZ. TEL: (0582) 491949/4 lines 


C64 
C128 
Cl 6 

VIC20, C-i-4 
SPECTRUMS 
SPECTRUM 128/+2 
C64 P.S.U. FOR SALE 
C2N TAPE DECK 
1541 DISKDRIVE 






















































































Letters 
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Letters 


Hacker 

Backlash 

^ Reading the letter entitled ‘A 
day in the life’ I was transfixed to 
say the least. I could not believe 
this guy. How can this ‘person’ 
afford to speak to a contact in 
America for an hour, ring up all 
these bulletin boards and still 
have money to go abroad to all 
these hackers conferences from 
dole money? This person sounds 
as though he could rewrite 
Uridium+ in an afternoon. Who 
does this inflated ego think he is? 
And anyone who watches 
‘Neighbours’ is asking for 
trouble. Mr Turbo Cracker, why 
not send your demos to CU so we 
can all see them? Enough on 
hackers; they aren’t worth 
wasting breath on. 

CU certainly has improved 
since November 86 when I first 
bought it. The budget section I 
find is invaluable as if I have any 
spare cash I buy a budget game. 
The letters section I read first to 
see your witty responses to 
argumentative (Oooh! Big Word!) 
letters. Tommy’s Tips is next to 
see if any of his help is useful to 
me. Then to the games reviews. 
Oh what a feast of graphic 
delights befall me as I flick 
through page after page of 
intelligently and amusingly 
written reviews. I welcome the 
return of the page of gossip at the 
back. One item I would like to see 
is a cover designed on the Amiga. 
On the price drop on this 
marvellous computer you might 
say Amiga (a meagre) sum for a 
Mega Machine. 

Just a last point: Why is the 
muscular fellow on the Target 
Renegade ads kicking himself in 
the wotsits? 

Robin Elvin 
Attleborough 

Yep, we’re all getting a bit bored 
with pompous pirates too. And 
on the subject of the Target 


Renegade rock-crusher, well 
perhaps he just shelled out 
£1.50 for a certain rival mag’s 
October issue . . . 


Cracking Up 

^ I guess you are shaking your 
head while reading the top of this 
letter, moaning: “Damn it. Yet 
another stupid pirate going on my 
nerves!’’ 

But before you start to throw 
this letter into your already 
overfilled dustbin . . . 

Jeff Smart/TRIAD 
West Germany 

Too late. 


Mastertronic 

Mix-Up 

Could you please, please, 
please, please help me. I recently 
brought a copy of Mastertronic's 
‘Make Music with Mastertronic’ 
and somehow the game is not on 
there, but on the tape instead of 
the game, when you load it up 
you get a game called ‘Jungle 
Story’ and ‘Bionic Granny’. These 
games have very simple graphics 
and I don’t know what they are 
doing on the tape. I did not keep 
the receipt for the game but when 
I explained to the shop they said 
the mistake was impossible and 
that I must have programmed it. 

To tell you the truth I have had 
my C64 for two years now and I 
can’t even get a sprite on the 
screen let alone program a game. 
Please could you help me by 
giving me Mastertronic’s address 
so that I could write to them, as I 
think that this tape might have 
been a programmer’s play game. 

Please help me as I am stuck 
with a tape that hasn’t got the 
game on it that it should have but 
a couple of imposter basic ones. 


Daniel Edward Hill, 

Stowmarket 

A strange tale indeed, Daniel. 
Mastertronic are contactable at 
2-4 Vernon Yard, Portobello 
Road, London W11 2DX. 


Unamoosing 

^ Another amazing discovery 
by the Unmoose has led to official 
scientific recognition of a new 
species of “human” being, 
formally called the “Moose”. It is 
thought to have been around 
almost as long as, and directly 
due to the software industry. The 
moose is well known as an 
incredibly stupid animal (sorry if I 
offend any of your staff (he lied)). 

It is therefore a great name for 
someone who wastes a lot of 
money on the same game, a lot of 
times, and then says they didn’t 
buy Sentinel for lack of funds! 

I readily admit that some 
games are well disguised behind 
nice graphics and a hydraulic 
pump; but if you think about it 
you will find that the first level of 
Typhoon (and therefore 
Afterburner) is Galaxians in 
drag!!!!! Do I hear the collective 
super Novae of every mind in 
software journalism!! (All 6 of 
them including the three spread 
between Gary Whitta’s multiple 
(and egotistical) personalities). 

Have I uncovered the secret of 
life, the universe, artificial 
inteligence, and why Red Storm 
Rising has only been converted as 
a nuclear submarine sim??? Or is 
that strange, eerie cry i hear 
coming from the primeval swamp 
of my bedroom just some 
software tycoon shouting “oh no, 
I’ve been unmoosed!” 

I hope all those moose (plural) 
who are bothering to read this 
mag (instead of the instructions 
to another Space Invaders clone 
that claims to be “a high-speed 
state of the art simulation of 


picking you’re nose whilst saving 
the earth from hoardes of cuddly 
martian brontosauri who have 
bad breath!” will take note and 
think (in their own limited 
capacity) before spending £10 on 
Revenge of the Psychotic Man- 
Licking Ninja Pixies from 32A, 
Brookside Close, Fairyland, Nr 
Birmingham III which happens to 
be Pac Man by psychedelic occult 
programmers who avoided 
copyright charges by making Pac 
Man square, adding mammary 
organs, stilletto heels and an 
odd-shaped love truncheon and 
pretending it’s an alien! I further 
hope that the moose is added to 
the ranks of Yuppy, Yummie and 
Urban Spaceman. Then cruelly 
exterminated with the aid of a 
bottom widener and a battering 
ram by a ruthless mob of original 
programmers and manourian 
moose hunters. 

Simon “Unmoose" Watson, 
Chingford 

Do we really deserve to be sent 
these mooseterious missives? 
Antlers on a postcard. . . 


Red Card 

^ You probably won’t 
remember me, but this time last 
year you printed my letter about 
foota games and Sunderland AFC. 
In your reply you stated that I 
should be listening to Simple 
Mind’s “Promised You A 
Miracle” if I thought Sunderland 
would go up and West Ham down 
in one season. 

Well I was close wasn’t I? 

West Ham only avoided the 
relegation play-offs (which they 
surely would have lost) on goal 
difference and Sunderland 
dominated the 3rd Division all 
season, with attendances almost 
twice those of Upton Park. 

I hope Sunderland and West 
Ham are drawn together in one of 
the cups next season so we can 
finally show you southern softies 
how to play football the north east 
way (Newcastle can’t play foota in 
any sort of way so don’t use them 
as an example). 

Now back to computers. A year 
later there are still no real rivals to 
International Soccer. 

Simon Harris, 

Durham 

Your fans only turn up when 
you’re winning. The truth of the 
matter is no-one’s even heard of 
any of your players. And for our 
money Microsoccer gives 
International Soccer a serious 
kicking. Naff off, 
Buggerallmoney. 









COMPO 

WIN AN AMIGA. 

PLUS MONITOR 

AND SOFTWARE 


A s you may well have read last month three of this country’s 
leading 16 bit software houses are joining forces to release 
games. Triad is the label by which Psygnosis, Mirrorsoft 
and Rainbird will first release an Amiga compilation and 
subsequently original games. 

They’re so chuffed at the whole prospect that they’ve offered 
us a brilliant prize to celebrate the label’s inception. Not only can 
you win an A500, but they’re offering a monitor to go with it and 
nine games worth nearly two hundred pounds on their own! By 
our collective fingers and toes we make that about a grand’s 
worth. 

So how can you get your mitts on all this gear? 

Well, it’s question time again and we here at CU have got our 
posers hats on (except Nick Kelly he’s got his poseur’s hat on) 
and come up with some toughies, and since we’re all food freaks 
here, they’re based on Chinese food. Here’s your starter: 


1) Which one of these is not a soup? 
a) Wan Tun b) Wan Kilo c) Fish Head 
Now we’re onto the main course 

2) What is Dim Sum? 

3) What kind of pan is Chinese food 
And finally a sweet? 

4) What is a lychee? 

First correct entry out of 
Nick Kelly’s poseur’s hat 
gets the mega prize. Send 
your answers on a post¬ 
card to Triad Compo, Com¬ 
modore User, 30-32 Far- 
ringdon Lane, London 
EC1R 3AU. Entries to ar¬ 
rive no later than October 
14. 
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VINDICATOR 


LEVEL 1 
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We couldn’t help 
noticing how tough 
The Vindicator 
was when we play¬ 
ed it last month. 
One estimate reck¬ 
oned it would take 
three hours just to 
get through the 
first level, even if 
you knew where 
you were going. 
Right we thought, 
feeling helpful, 
we’ll tell them 
where to go. We’re 
always telling peo¬ 
ple where to go 
mind you .. . 

Level One is com¬ 
posed of four sepa¬ 
rate levels repre¬ 
sented as a huge 
complex of rooms 
which contain the 
computers with the 
locations of the hid¬ 
den bomb compo¬ 
nents. 

The thing you need 
to remember here is 
simply to note the 
location of rooms 
with oxy-gum. Don't 
pick it up every time 
you see it, because 
you’ll waste it. 

The answers to the 
puzzles are all prop¬ 
er names of people 
who work at Ocean. 
For instance Martin 
Lurijai becomes Ju¬ 
lian Ritman. Here’s a 
few other names to 
bear in mind: Dave 
Collier, Steve Wahid, 
John Meegan, Simon 
Butler, Jonathan 
Dunn. 


LEVEL 3 
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KEY 

X—Start 

S — Storeroom (may contain oxygum) 
WILL contain aliens carrying pass 
cards, lift cards, ammo. 

B — Bomb components—invisible until 
activated by correct computer. 

C — Computer room. 

L — Lift — Number shows TO or FROM 
which floor. 


play 

WIN 
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TO ADVERTISE IN SELL-OUT CALL TOM GLENISTER ON 01-251 6222 


DISKS 


REPAIRS 


2 For 1 Guaranteed Disks 

DS/DD 48 tpi 5V«" DS/DD 135 tpi 3.5" 


33 P, 


each 

VAT 


79p each 


min qty 25 min qty 10 

Units of 25 Units of 10 

(38p inc) free delivery (99p inc) 

All 79p + VAT delivery (UK) 

91 p inclusive free delivery 
0705 511439 (office) 

0329 282083 (24 hr) 

Cheques/P.O. to: 

Athene Consultants Media Centre, 
Dept CM1,16 Stoke Road, Gosport, 
Hants, P012 1JB 


PLUS 4/Cl 6 
REPAIRS 

Any single fault £20 
postage £2.50 
Parts also available 

THE COMPUTER DEPOT 

DEPT C.U. 

205 Buchanan Street, Glasgow G1 2JZ 
041-332 3944 


1&T HAWKEYE 7 
« ARMALYTE L1 
XENODROME 
SHARLA 

16 BIT HITS FOR 1989 FROM 

THALAMU 


NEW ERA SOFTWARE 

Any title, any computer 
Over 5,jK)0 titles available. Amazing discounts. 
Fasrdelivery. Send S.A.E. for full details 

NEW ERA SOFTWARE 
Unit 4a Ryesido Mills, Diary, 

Ayrshire, KA24 5JH 


SPARES REPAIRS SALES 

all makes of computers & peripherals 
Fast Reliable Guaranteed Service 

Contact Dave Barber I. Eng., AMIERE 

db ELECTRONIC SERVICES 

Dept C.U. 

205 Meadgate Avenue, Gl. Baddow, 
Chelmsford, Essex, CM2 7NJ 
Tel: 0245 - 260874 


' CLASSIFIED ORDER FORM n 


FAJC YOUR COPY TO US NOW ON 

01-608 2696 



Lineage — 20p per word to private individuals — 20 words min. 

40 words maximum. 30p per word to Trade. 20 words min. — 40 words maximum. 
Semi-display — £10 for S.G.C. Ring 01-251 6222. 

All classified and semi-display advertising is pre-payable. 

When paying for advertisements please add on 15% for VAT. 


Warning 

It is illegal to sell pirated copies ot computer games The only software 
that can be sold legitimately through out classified section are 
genuine tapes, disks, or cartridges bought from shops or by mail order 
from software houses Commodore User will press for the maximum 
penalties to be brought against anyone breaking these rules We 
regret that due to large scale swapping of priated software we can no 
longer allow swaps ot tapes, disks, or cartridge in our classified section 


All classified ads are subject to space availability. 

PLEASE PRINT CAPITALS 

I enclose cheque/P.O. for £.made payable to Commodore User. 

Name. 

Address. 

Total number of words. 

Post to AD. DEFT. COMMOOORE USER, 30-32 FARRINGDON LANE, EC1R 3AU. 


TO ADVERTISE IN SELL-OUT CALL TOM GLENISTER ON 01 -251 6222 
































































GRAPHICS: 

SOUND: 

TOUGHNESS: 

ENDURANCE: 

CONVERTABILITY: 

OVERALL: 
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Roar abuse at the overtaken slo 


-mo. 


ame testers at Sega sure 
must have strong 
stomachs. Power Drift is yet 
another climb-into console which 
tosses you around like a branch in a 
flash-flood. This time the theme is 
car racing rather than air 
(Afterburner, Thunderblade) or 
space (Galaxy Force) flight, and the 
tone is a wee bit more lighthearted 
than that of its older brothers and 
sisters. 

Once you've got your bank loan 
(this baby costs a quid a play, 
matey), climbed in and seatbelted 
yourself, you get to choose from five 
different courses and — a novel one, 
this—twelve individual racing 
drivers. The twelve potential in-car 
yous range from a demure blonde to 
a cheery yuppie accountant type to 
an obviously psychotic punk pedal 
pusher. 

The different courses take you 
over bridges and under 'em, 
careering through towns, 
countryside and desert. Each level is 
composed of several laps of quite a 
short course, the idea presumably 
being that you get to know the roads 
and won't make the same mistakes 
twice. 

You compete against the other 
eleven drivers, and you've got to get 
into the top three places in each race 
to qualify for the next one—fall 
outside this standard and it's 
another precious quidlet or vacate 
that seat. 

The movements of the large 
console are suitably dynamic—the 
seat belt isn't just a cosmetic touch. 
As the road twists, turns and rises 
before you, you're jerked about with 
considerable force. And with slightly 
larger-than-life graphics which 
manage to be as fast-moving as any 
racing game I've seen to date, and a 
raucous sound track grunging out, 
the sensation of rapid movement is 
well simulated. As is becoming 


standard, you get night/day changes 
as you progress through the game. 

There are a couple of neat comic 
touches too. Each time you pass one 
of your opponents, your in-car 
characters turns his or her head and 
yells crowingly over their shoulder 
at the overtaken driver. The more 
restrained characters merely sneer, 
but the heavier characters such as 
Jason the punk mountain throw 
caution to the wind, turning round, 
making riotously rude hand, finger 
and arm signs and yelling back 'Sit 
on this, slo-mo!" 

Not that you can usually afford 
such gestures; control of your car, 
over the elevations and taking bends 


in particular, is really tough, and 
over a course as short as these ones, 
just one slip will cause the controls 
to start bellowing "hurry up!" at you 
as your placing drops back while 
you recover. 

Power Drift actually falls between 
two stools; until you master the 
technique, you're liable to waste 
pots of money; and once you do 
eventually manage to work out 
exactly how you should be 
proceeding, it all becomes rather 
repetitive. 

I can't really fault Sega on this 
driving game: it's well put together, 
looks good, plays nicely and sounds 
great. It's just that it's not really 
tremendously innovative or varied. 
Even if it was twenty or thirty pee 
per play, I figure the thrills and spills 
would soon wear off fairly shortly. 

At a quid a shot, I just can't see 
Power Drift making as big an impact 
as say Out Run did in its time. 

Nick Kelly 


Meet Jason. 




Fifth place and 
challenging. 
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cu 

LIKES DEMOS! 


Send your demos 
(Amiga or 64) 
tO: 


Commodore User, 
30-32 Farringdon Lane, 
London EC1R3AU 


NEW 

POWER SUPPLIES 


Commodore compatible C64 — only £18 
inc. P.P. & VAT in UK. 


Send Cheque/PO to: 


DCM Tradinn Co. Deot C.U. Davies Block 
Manby Park, Louth, Lines LN11 8AA 


otter 


COMMODORE 




C64 POWER PACK.£19.95 

64 data rec (Binatone).£17.95 

C3N (C-16J data rec.£17.95 

64 Music Expansion Syst.£69.95 

Neous Mouse & Cheese.£19.95 

v PRICES INC. VAT AND P&P 
Send cheque/PO to: 

OMNIDALE LTD 

23 Curzon Street, Derby DEI 
Tel: (0332) 291219 


COMPUTER REPAIRS standard charges 

Commodore r>4 > £22 

Commodore +4 £21 Commodore Cio £21 

Commodore VIC 20 £19 Spectrum Computers From£ig 
C4/+4/C16 requiring text I.C or modulator replacement 
£30.50 

Commodore I.C’s ring for details. 

Average 24hr turnaround 

ALL PRICES INCLUDE POSTAGE, PACKAGE AND V.A.T. 

HINDLEY ELECTRONICS 

97 Market Street, Hindley, Wigan. Tel: (0942) 522743 


mtt 
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C.U. MAKES ‘WUTHEJUNG HEIGHTS 1 
LOOK LIKE A NOTE TO THE MILKMAN 



<4 


After 7 successive ABC Increases, 
Commodore User is currently standing at 
its record circulation of 69,006, and 
the growth hasn’t stopped yet! 


Commodore User is exclusively a games 
magazine and sa such it carries the most up 
to the minute news and software reviews of 
all the Commodore magazines currently 
on the market. It is also the only 
Commodore specific title that includes a 
monthly in-depth review of all Amiga 
Releases. 


AS SUCH THERE IS NO TITLE 
CURRENTLY OFFERING MORE UP 
TO DATE INFORMATION ON ALL 
ASPECTS OF COMMODORE 
GAMES- WHETHER IT BE 8 BIT OR 
16 BIT!!! BEARING THIS IN MIND, 
CAN YOU REALLY AFFORD NOT TO 
BE SEEN IN COMMODORE USER? 


Commodore 64 with disk drive, 1701 
monitor and MPS 801 printer also 
available prism 1000 modem for 
connection to Prestel micro link etc. Plus 


games and business software (All disk). 
£300 ono. TEL (Daytime) 0962 53177 — 
(after 6pm) 0962 883962. 
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In each case, the opposition 
cunningly use any buildings, trees, 
parked vehicles or other handy 
pieces of cover, as indeed you should 
yourself. You'll have to get rid of 
these objects to clear the scene, but 
the more you blast away the more 


instead of weaponry as they perish. 


lacklustre attempt at a 


fter Konami's rather 

larlflnctro attomnt at 


\ straight-ahead military 


shoot 'em up Devestators (reviewed vulnerable you become yourself, 
last month), I was pleasantly Aside from the standard foot 

surprised to see this latest offering soldiers, tanks, lorries, helicopters 
from Capcom avoiding the same and armoured personnel carriers 
mistakes. drift across the scene, requiring, 

For a start, Cabal's graphics, naturally, several hits to destroy, 
though hardly the last word, are And at the end of each level you'll 

about fifty times clearer than those have to fight it out with an 
in Devastators. The scenes range enormous gunship, submarine, tank 
from the outskirts of an army camp or other major foe before you get to 
to an airbase, to a swamp, each with move on. 
plenty of trees, barrels, sheds and Moving on, incidentally, is the 
other forms of cover, both for the name of the game. Though the 

enemy and your lone ranger. game's intro is a bit thin on detail, 

The basic gameplay method isn't it's clear that our hero is heading 

a million miles distant from the resolutely for a major showdown 
vertical shoot 'em up phase of with person or persons unknown (or 

Gryzor, with your onscreen unknown to me at any rate — I didn't 

character weaving and rolling left reach the end of the game). As each 
and right as he blasts up the screen, section is cleared, we are treated to 

Control is via a rollerball and a brace a very funny, if totally unexpected 

of fire buttons. The rollerball sight: having fought grim-faced 

controls a gunsight which is moved through the waves of enemy 
Combat School fashion onto your attackers and cleared the scene, our 

targets. Your onscreen character onscreen friend gives a whoop of 
follows the horizontal movement of joy, brandishes his rifle, tilts his 
the gunsight, unless—and this is body back, and hightails it zig- 

advisable—you keep your gun fire zagging up the screen and out of 

button pressed down continuously, sight for all the world like a Loony 
in which case, the soldier stands still Tunes' character. I almost expected 
while you shift the gunsight from the screen to flash up 'That's All 
target to target. When you do find it Folks', 
necessary to move out of the way of Cabal manages to combine a fairly 

the clearly visible approaching traditional scenario with an unusual 
missiles and bullets, simply take control system successfully. It's 
your finger off fire and our hero will infectious and, happily for the less 
execute spectacular evasive action fleet-of-hand, not too ten pee¬ 
lrolling, etc.) in response to your consuming difficulty-wise. Check it 


rollerball command. 

You start out life with a low- 
powered single shot weapon and a 
few grenades, but taking out various 
specialist soldiers along the way 
causes grenade and enhanced 
weapons icons to float down the 
screen to be picked up by you. Once 
you've got.a machine gun, life 
becomes a lot easier. Some other 
troops deliver you point bonus icons 


out. 


TOUGHNESS: 

ENDURANCE: 

CONVERTABILITY: 

OVERALL: 


GRAPHICS: 

SOUND: 


Nick Kelly 
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Lifetime 
Guaranteed, 
double sided, 
double density, 

135 TPI, with labels 
bulk wrapped 
discs 


Quantity 

Price 

10. 

.£8.99 

20. 

.£17.89 

25. 

.£22.29 

50. 

.£43.99 

100. 

.£84.99 




Lifetime 
Guaranteed, 
double sided, 
double density, 
48TPI, with labels 
bulk wrapped 
discs 


Quantity 

Price 

10. 

.£3.49 

20. 

.£6.50 

25. 

.£7.99 

50. 

.£15.50 

105. 

.£31.00 


NEW BULK DISC PACKAGE 

DEALS! 


37*" Discs 

40 discs + 40 cap. box 
80 discs + 80 cap. box 
120 discs + 120 cap. 
box.£114.99 


5V*" Discs Price 

50 discs + 50 cap. box.£17.99 

100 discs + 100 cap. 

box.£34.99 

140 discs + 140 cap. 

box.£45.99 


Price 

£39.99 

£74.99 


u 
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E 
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T 
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LOCKABLE DISC 

3.5" 


40 capacity. £5.49 

80 capacity. £7.49 

120 capacity. £9.99 


STORAGE BOXES 

5.25" 


50 capacity. £5.49 

100 capacity. £7.49 

140 capacity. £9.49 


Plastic Storage Box - holds 10 (state 3.5" or 5.25") .. 75p 


UP TO 35% OFF ALL 16 BIT SOFTWARE 


B 

L 

E 


ALL PRINTERS NOW WITH FREE BOX OF PAPER 


BRANDED DISCS: Sony, TDK, Verbatim, Dysan 3V discs 
FULLY GUARANTEED MEDIA — BEST PRICES IN UK! 


P 

R 


HARDWARE 


AT LEAST 10% OFF ALL HARDWARE 


Atari 520 STFM Summer Pack + 10 Blank discs and mouse mat. 

. £369.99 

Commodore Amiga A500 + Software. 

. £369.99 

Citizen 120D NLQ Printer with parallel l/F. 

... only£149.99 

Cumana 1Mb disc drive Atari/Amiga + five blank discs. 

.£109.99 

★ ALL COMPUTERS NOW SUPPLIED WITH VIRUS KILLER DISC! ★ 


P&P Free on all orders over £15, under £15 add 75p P&P (UK only) 
NEW OVERSEAS DISK ORDER ADD £3 P&P 

ADDRESS ALL PRICES INCLUDE VAT 

tetriatt &ofttoarc 


NEW 

TELEPHONE 

NUMBER 



52 Brook Street, 
Chester CHI 3DN 
Phone 24 hour 0244 312666 
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Swedish: while ground-strokes are 
well catered for, net rushing doesn'l 
seem to have been very well 
thought out. As soon as you venture 
near the net, all your opponent has 
to do is throw up a lob and the 

■ reen 

:ly enough 




***** 


thing, timing is 
miscalculation 


A passing shot unleashed 


Preparing to serve. 


CENTRE COURT 


SEGA 
5 x lOp 


movement and one the hitting of the 
ball. There are, realistically, four 


iting the cover off unfortunate 
is balls. Compared to my 
obsession, Mike Pattenden's interest 
in soccer couldn't be termed more 
than 'mild' and our Nige isn't much 
more than a casual, weekend 
headbanger. 

Of course, the onset of maturity, 
the discovery of rock 'n' roil and 
beer, and congenital laziness 
eventually reduced my participation 
in the sport to the occasional 
thrashing of an editor on a Sunday 
morning ( Ooer — Ed), but I 
nevertheless felt a quickening of the 
pulse when I spotted this new 'un 
from Sega. 

For one, two or four players, 
Centre Courtis a view-from-above 
attempt to recreate this charming 
sport. Control is via two joysticks, 


make the bail drift out of court); 
pushing right produces 'topspin' 
(overspin, causes the ball to dip in 
flight), and pulling back results in a 
lob being thrown up. 

Each game starts at the final set, 
love-all, and there are four difficulty 
levels to choose from. There are also 
four grand prix tournaments to win, 
but you'll have to have worked fairly 
hard to get that far, at least if you're 
playing against the computer in 
singles. 

The serve is straightforward 
enough — simply push the hitting 
lever when the ball which your 
player has thrown up is somewhere 
near its zenith. The serve, 
incidentally, is viewed from behind, 
but as soon as the bail's been struck, 
the view switches to overhead. 


get the hang of. For a start, you've 
got to ignore conventional tennis 
jnear 
vantto 
ccess — 
aline 

) able to get 
up to a lot of bails in time. Further 
logistic problems c 


The Grand Prix Circuit. 


Our four challengers. 


ie ball 

j the player in 

he stomach. Who c 
nseen umpire declares all 
j shot an “ace”? i 
the game only lasts about h 
ou’renottoo 
<perienced? Centre Court may not 
5 tennis, exactly, but it's good fun. 

Nick Kelly 


GRAPHICS: 

SOUND: 

TOUGHNESS: 

ENDURANCE: 

CONVERTABILITY: 
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DAiEL ELECUROniO 


256K SUPEROM EXPANDER 



□Now you can select from any of 8 32K EPROMs instantly. 

□ 8 sockets to accept upto 32K EPROM in each. □ On board operating system 

□ Program your own EPROMs using our 
EPROM programmer. 

□No need to have loads of cartridges -just 
make a selection from the Superom menu. 

□ Directory of utilities on power up. 

□ Fully menu driven on power up. 

□ Select any slot under software controls. 

□Unique EPROM generator feature will take 
your own programs - basic or m/c and turn 
them into autostart EPROMs. (EPROM burner 
required). 

□ Accepts 2764/27128/27256 EPROMs. 

□ On board unstoppable reset. 

ONLY £ 29.94 


- no programs to load. 




CARTRIDGE 


□Resets even so called “unstoppable” 
programs. 


□ fits in cartridge port. 

□Simply plug in. 

only £ 5.99 


DUPLIKATORt. 

□ Copies whole disk in one pass - only 
one drive required! 

□ Makes back-up copies in eight 
seconds!! 

□ Duplikator is the fastest, most 
efficient and easiest to use disk copying 
system ever conceived. 

□ Comes complete with 256K on-board 
ram and it’s own operating system - no 
software to load. 

□ Makes multiple copies from one 
original. 

□ Full disk verification during back-up 
process. 

□ Copies standard software as well as 
errors 21-29 and upto 40 tracks. 

□ Full disk error check in eight 
seconds. 

Q Full disk verify against ram in fifteen 
seconds. 

□ A must for clubs, user groups etc. 
How else can you copy over 250 disks 
and hour for less than £100. 

□ Comes complete with on/off switch 
and reset button. 

□ Fitted in minutes - no soldering 
usually required. 


4WAYKERNAL 

BOARD 


16K EPROM 
BOARD 


□Accepts 2 x 8K EPROMs. 

□ Switchable to configure as 2 x 8K or 16K 
or off. 

□On board unstoppable reset. 

□Full instructions. 

only £ 8.99 


DISK 

NOTCHED 

□ Quickly and easily double your disk capacity. 
□Use both sides of your disks. 

□Simple to use. 


□ This board fits in place of the kBrnal in your 
64 and accepts a 16K or 32K replacement kBrnal 
giving 2 or 4 different operating systems. 

□Just flick the switch supplied to select 
between systems. 

□This is a carrier only - ready to accept your 
own chip. 

□ Now you can have all your different systems 
available at one time. 


□Mbs seconds. 

only £ 4.99 


□Full instructions. □fitted in minutes. 
□5-Way Board 


only £ 12.99 



DEEP SCAN BURST NIBBLED™ 

□The most powerful disk nibbler available anywhere, at any price! 

QBurst Nibbler is actually a two part system - a software package and a parallel cable to connect the 
1541/1570/1571 to 64/128 (state type). 

□What gives Burst Nibbler its power? Conventional nibblers have to decode the data from the disk 
before it can transfer it using the serial bus - when non standard data is encountered they are beat. 
Burst Nibbler transfers data as raw GCR. code via the parallel cable without the need to decode it so you 
get a perfect copy of the original. 

• Will nibble upto 41 tracks. • Copy a whole disk in under 2 minutes. • Full instructions. 

• Regular updates - we always ship the latest. • fitted in minutes - no soldering usually required. 

• Full cr y 2 tracks. • No need to buy parallel cable if you have Disk Demon/Dolphin etc. 

• Cable has throughbus extension for other add ons. 

□Whether to choose PhstHack’em or Burst Nibbler? East Hack’Em is unbeatable value as an 
“all-rounder” - with nibblers, 1 or 2 drive copy, format, file copy, 1571 copy etc. etc., so if you have a 
more general requirement perhaps EastHack’Em is for you. Burst Nibbler is a pure nibbler second to 
none, for the reasons stated. So if it’s just making backups you are interested in, there is no other 
product to beat it. 

ONLY £ 24.99 COMPLETE 

SOFTWARE ONLY £ 12.99 CABLE ONLY £ 14.99 



BURST NIBBLER 
PARAMETERS DISK 


□Burst Nibbler is the most powerful disk copier available - but there are still a few programs 
with very complicated protected, which makes it impossible to nibble copy. The Burst Nibbler Parameter 
Disk contains routines to copy individual programs. 


□Used in conjunction with Burst Nibbler 
even the latest highly protected programs can 
be backed up. 

□The disk contains over 100 parameters 
including many of the latest titles. Many of 
the titles can already be straight nibbled by 
burst nibbler - but can be used with the 
“Super Serial Nibbler” program (supplied) by 
users with drives that will not support 
parallel copier cables such as Excelerator, 
Oceanic etc. 


□Simple to use - just nibble the disk then 
run the individual parameter for that 
program and the special routine will produce 
a perfect working copy - in some cases it 
will even de-protect it! 

□Comes complete with “Super Serial 
Nibbler” program for users who can’t fit a 
parallel copier such as Burst Nibbler to their 
drive (Excelerator, Oceanic etc)., not as fast 
as Burst Nibbler but when used in 
coqjunction with parameters its formidable! 


□Remember - this disk is by no means a must for Burst Nibbler owners since it already copes with 
over 90% of Software. But for those who want everything this is it. Also fbr none Burst Nibbler owners 
you get a “Super Serial Nibbler” which together with the parameters is a powerful utility. 


COMPLETE PROGRAM DISK * 1 AVAILABLE NOW ONLY £12.99 



□A disk toolkit is an absolute must for the serious 
disk hackBr. Tbolkit IV has more features than most 
for less. 

Q DISK DOCTOR V2 - Read and write any track 
and sector including extra and renumbered 
tracks. Repair damaged sectors. Look underneath 
read errors. 

□HEADER/GAPEDITOR - Decodesand 
displays ALL header information including off 
bytes and header gap. Rewrite the entire header 
and header gap. Renumber sectors. Also edit any 
sector tail gap. 

□DISK LOOK - Sort directory. Recover lost 
files. Display file start/end addresses. 

Disassemble any file program directly from the 
disk to SCREEN or PRINTER including 
undocumented opcodes. Edit Bam. Much, much 
more. 


□FILE COMIACTOR - Can compact machine 
programs by up to 50%. Saves disk space. 
Compacted programs run as normal. 

□BUST DISK COPY - Copy an entire disk in 
2 minutes or less using single 1541. 

Q BUST FILE COPY - Selective file copy. Wbrks 
at up to 6 times normal speed. 

□FORMATTER - 10 second format an entire 
disk or format any individual track or half track 
0 to 41. Redefine any of 30 parameters to create 
or recreate unique disk formats. 

□ERROR EDIT - Quickly find and recreate all 
read errors including extra and renumbered 
tracks or sectors and half tracks from 0 to 41. 
Even recreates data under errors and allows you 
to redefine any necessary parameters. 

only £ 9.99 
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TURBO 
ROM IT 


Turbo Bom n is a replacement for 
the actual kernel inside your 64. 
It provides superfast load/save 
routines. 

Q Loads most programs at 5-6 times normal 


3 SLOT 

MOTHERBOARD 

Save wear and tear on your 
Expansion Bart 

Q Accepts 3 cartridges. Q Onboard safety fuse. 

□ Switch in/out any slot. Q High grade PCB. 

□ Fully buffered. Q Beset button. 

ONur £16.99 

DATA 

RECORDER 

Q Quality Commodore compatible data recorder. 

Q Pause control. Q Suitable for 64/128. 

□ Counter. Q Send now for quick delivery. 

ONur €24.99 



SMART CART 

Now yon can have an 8K or 38K 
cartridge that you program like 
BAH then acts like ROM! 

Q 8K or 32K pseudo ROM. 

□ Battery backed to last up to 5 years (lithium 


□ Simply load the program you require - then 
flick the switch. The cartridge can then be 
removed just like a ROM cartridge. 

□ Make your own cartridges including autostart 
types - without an EPROM burner. 

Q Can be switched on or off board via software. 


techniques. 

□ 32K version has 4 x 8K pages. 


• but full 

instruction are provided. 

8K VERSION £14.99 
SMC VERSION €29.99 

iimimii 

RAM DISK 

□ lUrn your Smart Cart into a 32K RAM/disk. 


j|i Q Disk type commands: load, save, directory 
scratch. 


switched off! 

□ Pull command 
set with instructions. 


onut €9.99 


CENTRONICS PRINTER 
LEAD 

9 Connect your C64/128 to a M size Centronics 
Parallel Printer. 

9 Suitable for use with Action Replay IV or Final 
Cartridge HI 

9 Also works with any Software/Graphics package 
that has parallel driver software built-in - this 
includes many popular wordprocessors, 
databases, etc. 

9 Ibp quality connections - ribbon cable 1.5m long. 

onut€12.99 


Q Improved DOS support including 10 sec format. 

□ Programmed function keys:- load, directory 
old, etc. 

Q Return to normal kBrnal at flick of a switch. 

□ FCOFY - 250 block file copier. 

Q FLQAD - special I/O loader. 

Q Plus lots more. 

Q Pitted in minutes - no soldering usually 
required. (On some 64’s the old ROM may have 

tobedesoldered). ow|Lr £14.99 



BLAZING RADDLES 

A complete lightpen/graphics illustrator package. 

□ A fullv icon/menu driven ^ranhins nanlra^e of a nalihro ehmilH 


more. 



CJ Complete with a fibre optical lightpen system for pin point accuracy. 

Q Multi feature software including: 

• Range of brushes 9 Airbrush 9 Rectangle 9 Circle 9 Rubberbanding 9 Lines 9 Freehand 
9 Zoom mode 9 Printer dump 9 Load/save 9 Advanced colour mixing - over 200 hues!! 

9 Cut and paste allows shapes/windows/pictures to be saved to/from tape/disk. 

□ Blazing Riddles will also work with many other input devices including; Joysticks, Mice, Graphics 
Thblets, Trackball etc. 

□ Pictures can be saved from Action Replay and edited with Blazing Riddles. 

Complete Blazing Raddles & Lightpen ONUT £24.99 
Blazing Riddles available separately for € 12.99 

H GRAPHICS SUPPORT 

UTILITIES DISKS _ 

• A range of utilities to make the most of your high res pictures created with 
popular graphics utilities or captured with Action Replays unique picture 
grabber 

• SPRITE EDITOR 

4 A complete sprite editor helps you create or edit sprites. 
4 Full colour display 4 Animate to view movements. 

4 Action Replay can capture/insert sprites with any 
program - this editor is a perfect companion. 

• MESSAGE MAKER 

4 Thkes your favourite screen - created with a graphics 
package or captured with action replay and turns it into 
a scrolling screen message complete with music. 

4 Send screens to your friends with music and text 
scrolling. 4 Simple text editor - easy to use. 

4 Choice of music. 4 An exciting utility. 

4 Finished screens stand alone. 

Complete disk with all four utilities 

only €12.99 


• SLIDE SHOW 

4 View your favourite screens in a slide show type 
display. 

4 Move from screen to screen - keyboard or joystick 
control. 4 Very easy to use. 

• BLOWUP™ 

4 A unique utility to allow you to take any part of your 
picture and ‘blow it up’ to full screen size. 

4 Even fills the border with powerful sprite handling 
techniques. 4 Very easy to use - sin 
4 An interesting utility. 


ROBOTEK 64 

Q Robotek 64 is a comprehensive hardware/ 


your 64/128 to the outside world. 

Q 4 output channels - each with onboard relay 
□ 4 input channels - each fully buffered TTL 


L) Analogue input with full 8 bit conversion. 


Model ft Robot Control made easy 

□ \bice input for voice control. 

□ Software features:- test mode/analogue 
measurement/voice activate/digital readout etc. 

□ Excellent value! OillY €39.99 

including hardware/software/ 
mic etc. (State tape or disk) 



DIGITAL SOUND 
SAMPLER 

Q The new sampler allows you to record any 


with astounding effects. 

□ Playback fomards/backwards with echo/ 
reverb/ring modulation etc. 

Q Now with full sound editing module to produce 
outstanding effects. 

Q Full 8 bit D to A and ADC conversion. 


(Le. Datel unit for £29.99, see ad). 

□ Live effects menu includes real time display 
of waveforms. 

□ Line in/mic in/line out/feedback controls. 

□ Powerful sequencer with editing features. 

□ Load/save sample. 

□ Up to 8 samples in memory at one time. 

□ Thpe or disk (please state). 


€ 9.99 to turn your Sampler n into a Corn-Drum 
system as well as a sampling system. 



COM-DRUM 

Digital Dram System 

□ Now you can turn your computer into a (Mtal 
drum system. Li Hardware/software package. 


□ Complete with 3 drum kits. 

Q Real drum sounds - not synthesised. 


step time. Q Pull editing.! Q Menu driven. 

Q Output to hi-fi or through tv speaker. 

□ Load/save facilities. ^ ^gpg 

ONUT £29.99 or disk) 
COM-DRUM EDITOR 

Q 24 drum sounds supplied on disk to enable 
you to construct your own drum kit. 

□ Re-arrange sounds supplied with a Corn-Drum 
to makB new kite. 

□ With sound sampler hardware you can record 
your own kite. □ Load/save facilities. 

ONLY €4.99 disk only 



MIDI 64 

A Pull Midi Interface for the 
64/128 at a realistic price 

□ MIDI in. □ MIDI thru. □2xMIDIout. 
LJ Compatible with most leading software 
packages including: Sell, JMS, Advanced Music 
System, Joreth, Steinburg etc. 

onut £29.99 
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EPROMMER 64™ 


□ NEW CLONEMASTER™ 

□ The most effective tape to tape back-up board available. 

• Makes perfect backups of your # Requires access to two CBM 
tapes easily and effectively!! compatible data recorders 

• No user knowledge at all needed. • Simply press ‘Play’ on one 

• On board TTL logic circuitry recorder and. press ‘Record’ on the 
actually shapes the program and other - that’s it! 

sends a perfect signal to the record • You can even make a backup 
cassette — producing a copy better while you are loading the program, 
than the original in many cases. 


This is a total hardware solution 
- no programs to load - the 
results are stunning! 


• LED. indicator shows when 
data is being transferred to avoid 
excessive tape winding. 

• Works with almost any program 
including multi-loaders, turbos and 
even very unusual type turbos. 

ONLY £9.99 

• Datasettes are available for £24.99 (see other pages) 




BUIE CHIP DRIVE • Polly 064/1*8 compatible. 

□This drive is now probably the most compatible drive available for the 
Commodore. More so than even Commodores own ‘1541C. Much more so 
than other so called compatibles. In fact we have been unable to find a 
program including the latest that would not work. (At time of Press). 


QAt last a top quality drive at a sensible 
price. 

□8uper slimline case 
□External power supply for cool 
operation. 

□Direct drive motor. 

□Supplied complete with all cables 
- no more to buy. 

ULTRA 

CRUNCHER 

• The ultimate cartridge based 


□Compacts by upto 30%! 

□More programs for disk. 

□ 3 compacting programs on one 
cartridge. 

□ Past loading/saving routines - 
works with Disc Demon. 

□Can even farther compact AR HI files! 
□260 block file copy fanction. 

□Pull DOS support including fast format. 

ONLY £1 2.99 on cartridge. 

Available as chip only tor *86K 
Snperom Board for only €7.99 


□ Vo need to look elsewhere - this is the best. 

ONLY £1 39.99 POST FREE 

(If yon require courier delivery add 48.00). 


FAST HACK'EM ™ 

• Multi Module Bisk Kibbler - alien one disk. | 

□Single 1541 NIbbler - Copy a disk in 2 minutes. 

□AutoNfbbler - Copy an entire protected disk in 3 minutes. 

□Super fast Pile Copy - Under 9 seconds typically. 

□Opes with Fat Tbacks. 

□ Superfast Copy - Entire disk in 36 seconds with verify. 

□Thin Drive Copier - Even faster! • 

□Hus unique “Parameters” mode. Thfese files “Unlock” the more heavily 
protected programs with a parameter for a particular brand or even single 
program. 

□ Bo other product is *uch a good *A11 Bounder” at this price 


□ ROBOTARM 

- 5 Axis Movement 

— Full Function 

• Explore the fascinating science of Robotics 
with this M feature Robot Arm. 

• Human like dexterity - with 5 Axis of 
movement it is so versatile. It can manip¬ 
ulate small objects with amazing ability. 

• Easily controlled using 2 Joysticks (any 
9 pin type) or connect to your computer 
with our Interface + Software to give 
Computer/Robotic control (see Interface 
offer). 

• Comes with Accessories including ‘Finger’ 
Jaws, Magnetic Attachment, Shovel Scoop, 

4 Stabilizing Suction Base Legs, etc. 

• Uses 4 HP2 batteries (not supplied) to 
power motor movement so uses no com¬ 
puter power. 

• Self contained, ready to use (except batts, 
joysticks). 

ONLY €49.99 

□ INTERFACE OFFER 

• Unique Software/Hardware package to 
allow you to interface your computer with 
the Robotarm. 

• Drain mode allows you to store and then 
repeat movement sequences. 

• Very easy to use. 

• This Interface is not needed to use the 
Robotarm but interfacing with your 
computer has great possibilities 

ONLY £24.99 

COMPLETE WITH CABLES. 

Illllllllll 


A top quality, easy-to-use EPROM programmer for the 


□ Fully menu driven software/hardware package make 
programming/reading/verifying/ copying EPROMs simplicity 
itself. 

□ Will program 2716,2764. 27128 and 27256 chips. 12.5, 

21 or 25 volts. 

□ Fits into user port for maximum compatibility with 
cartridges/Superom Board etc. 

Q Full feature system - all functions covered including 
device check/verify. 

Q We believe Eprommer 64 is the most comprehensive, 
most friendly and best value for money programmer 
available for the 64/128. 

□ Ideal companion for Superom Board, Cartridge 
Development System, our kernal expanders or indeed any 
EPROM base project. 

Q Comes complete with instrutions - plus the cartridge 
handbook. 

ONLY £39.99 COMPLETE 

Illllllllll 



DISKS/STORAGE 
BOXES (Lockable) 


For SV 

□ DD 50 hours upto 50 

□ DD100 holds up to 100 

For 3 V 

□ DD 40 holds upto 40 
QDD 80 holds upto 80 


□ 5i/ 4 " - DS/DD 

□ 31 / 2 " - DS/DD 


€ 6.99 
only £ 8.99 

only € 7.99 
only € 9.99 

ONLY € 24.00 for 80 
ONLY € 49.00 for 80 


ONUr£9.99 POST FREE 


ALL ORDERS NORMALDf DESPATCHED WITHIN 48 HRS 

HOW TO ORDER.... 


BY PHONE 

o ® ea 

0782 744707 
24 hr Credit Card Line 


BY POST 


Send cheques/POs made 
payable to ‘Datel Electronics’ 


FAX 

0782 744292 


UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


DAiEL 

ELEC^OniO 


DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE, 
GORAN ROAD, FENTON, STOKE-ON-TRENT ENGLAND. 

SALES ONLY I TECHNICAL ONLY 

0782 744707 l 0782 744324 _ 
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W ith so many 
massively 
innovative 

dedicated games appearing 
in the arcades of late, we've 
not been paying very much 
attention to the plethora of 
humble PCB games which 
come out each month. And, 
frankly, you can't really 
blame us — there are only 
so many things to write 
about vertically-scrolling 
progressive shoot 'em ups, 
and every month at least 
five new samples appear, 
with mildly differing 
graphics and sound 
perhaps, but identical in 
concept. 

But we were wandering 
through our local pleasure 
dome the other day and it 
occurred to us that perhaps 
we should try our hands at 
one of the new upright 
blastabouts, just to keep our 
hands in, like. 

SNK's Sky Soldiers was 
the first specimen that we 
encountered, a blastabout 
for one or two players along 
fairly classic lines. 

Once you pump in your 
tens, you're given a choice 
of four different special 
weapons to accompany 
your standard cannon. Your 
aircraft, incidentally, is a 
pretty nondescript 
spaceship. Your opponents, 
however, are considerably 
more graphically 
interesting, as each level 
brings you back to a 
different place and time of 
aerial conflict, complete 
with the appropriate enemy 
fighters. 

You kick off in Britain 
during the Second World 
War, with various German 
fighters coming to get you, 
initially from atop the 
screen, latterly from below 
as well. You can blast away 
with your ornery weapon to 
your heart's content, but 
your specially-chosen one is 
limited, and will run out all 
too quickly if you use it 
wastefully. Ever so often, 
naturally, a more durable 
enemy aircraft appears 
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A spot of weapon shopping 


Shooting small fry 


to 


before you; blast this one, 
pick up the icon left in its 
wake and, presto, your 
firepower is increased. And 
at the end of each level, 
naturally, you encounter a 
huge boss in the shape of an 
enormous death-spitting 
airship of the relevant 
period which you'll need all 
your might to vanquish. 

Nope, you can't deny that 
most of Sky Soldier's 
features have been seen 
elsewhere in fairly similar 
form, ooh, a good thousand 
times or more. 

However that's not to say 
that this isn't worth a spin. 
The action is tough, but not 
frustratingly so, the 
playability's right up to 
standard and the graphics, 
which feature aircraft as 
varied as WW1 Graf 
Zeppelins and Leonardo da 
Vinci's never-built prototype 


flying machines are 
excellent. And if you're the 
kind of person who gets 
bored with being flung 
bodily around the arcade, or 
can't afford the exorbitant 
prices that many af these 
new metallic monsters 
demand of you just to 
acquire the basic gameplay 
training you need to be able 


enjoy'em, well Sky 
Soldier is probably as good 
a coin-op as any for whiling 
away some time and 
money. Rather like a cheery 
pub blues band, there's 
nothing particularly new or 
innovative on offer here, but 
what's done is done well 
and all but the most cynical 
or avant garde will get some 
enjoyment out of it. 

Nick Kelly 
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Tommy goes for a real hands on experience. 


Gimme five 


V Please could you answer 
some queries on my Cl 28 

1. Is there a way of resetting a 
game in 64 mode so I could 
enter pokes? 

2. Is there a way of creating 
multi-band music, eg having a 
drum beat going along with a 
tune? 

3. Is there a poke or anything 
that will disable run/stop? 

4. Is there anyway I can get 
hold of a book which will 
explain how to create a 
loading screen? 

5. Finally is it possible to create 
a program which will run when 
loaded without having to type 
run? 

D. Pi esse 
Aberdeen 

The use of a reset, or 'freeze' cartridge 
will work just as well on the Cl 28 when 
in C64 mode as it does on a normal 
C64. Many of the current games can 
only really be reset for POKEs etc by 
using such a cartridge since the software 
houses spend a lot of time trying to stop 
you beina able to reset the game. While 
the reset Dutton can sometimes work 
(providing you hold down C< (the CBM 
key) it often means you can't get the 
game restarted again, which rather 
defeats the object of the exercise. 

One of the advantages of the Cl 28 is 
its ability to play multi-part music even 
from BASIC. Each of the three voices 
can be sefto play different length notes, 
so that while Voice 1 is playing a long 
note, Voice 3 could be playing several 
shorter ones. Just try this simple 
example: 

1WPLAY"V1T504WCWE' / 

200 PLAY"V3T303QGGGGG 
GGG" 

The T5 gives a guitar sound, while the 
T3 gives a drum sound. Although very 
short, the example shows how you can 
produce quite long combinations of 
music with harmony, drum rhythm and 
similar effects. 

To disable RUN/STOP type the 
following in your programs: POKE 


Also for my project I need to 


program will load and run without you 
having to type anything! 


808,100 this has the effect of disabling 
RUN/STOP and RESTORE as well as just 
the STOP key. (Note that this is for the 
Cl 28; for the C64 mode use POKE 
809,255). 

As for boob on loading screens, I 
haven't come across any that 
specifically cover this subject for the 
Cl 28. What you have to learn is 
assembler and the principles of 
interrupts. One book which may help is 
'CBM 128 Assembly Language 
Programming' by Mark Andrews, 
published by SAMS (ISBN 0-672- 
22541-7) which contains a lot of 
routines you can incorporate into your 
programs. 

Finally, if you want to load a program 
to auto-run, save it as the first program 
on a new disk. When you want to run it 
just press SHIFT RUN/STOP. The 


know more about the I/O pins 
on the User Port, and how to 
use them. 

Please help me as I don't 
want to experiment and 
damage the computer. 

Last of all, my keyboard has 
been playina up for a while 
and if s not the connecting 
matrix under the keyboard. 
Therefore it must be a chip. Is 
this a common fault? Can you 
help me? 

1 Marshall 

Southbourne 

Hants. 

The addresses of both the paddles for 
the C64 are the same for each port, one 
being at 54297 and other being at 


Thangs for 
the memory 


G I am doing a project and I 
need to know what memory 
addresses correspond to: 
Port#l 

Pin 5 = POT AY 
Pin 9 = POT AX 
Port #2 

Pin 5 = POT BY 
Pin 9 = POT BX 
I gather that the paddies and 
mouses (!) use these too. Is this 
true? 










54297 and other being at 54298. 
Which port you read is determined by 
the value in the 2 MSBs of addresses 
56320 (bit 7 set = port B, bit 6 = port 
A). Certainly the last of these addresses 
is used by the keyboard scan routine, 
but not the other two. However, a 
mouse would almost certainly use the 
port registers. 

If you want to use the I/O port for 
interaction with the outside world there 
are two things to do. the first is build a 
buffer circuit for all 8 pins so that you 
don't damage the computer driver 
chips. The pins can only supply a total of 
50 mA and can be easily overloaded. A 
Darlinaton Driver chip is the best way of 
controlling greater power/voltaae than 
the computer itself can handle. The 
second thing to do is get hold of The 
Programmer's Refrence Manual, which 
has all the necessary information on the 
I/O ports. 

To get you going though, these are 
the important addresses: 56579— 

Data Direction Register (DDR) for User 
Port; 56577—User Port address. To set 
the direction of the User Port pins, you 
have to set the DDR correctly, each bit 
in the DDR corresponding to a pin on 
the User Port. Thus, setting the DDR to 
240 would set pins C-F (0-3) as inputs 
and pins H-L (4-7) as outputs. On the 
User Port, Pin 1 is ground (Ov), pin 2a is 
+5v and pins 10 and 11 are the 9v ac 
lines. Pins C-L, underneath the 
connector, are the actual port pins. Pins 
A and N are also grounded. 

Finally, it could be the keyboard 
decoding chip or it could be the 
keyboard cable connector not making 
proper contact. It is not a common fault 
and if it is the chip you may need to get . 
the machine properly repaired. 


Reading the 
scriptures 


w I'm writing for advice 
concerning a word processor 
for use with my Commodore 
64. 

I have recently purchased a 
Star LC-10C printer to replace 
an MRS 801 and I'm having 

E roblems with control codes. I 
ave the following WP's, Easy 
Script, Word Perfect and Mini 
Office II, which I'm using to 
type this letter. 

Can you suggest a package 
that will allow embedded 
commands and on screen 
preview of print format? The 
three which I have seen 
advertised are Super Script 64, 
First Word 64 and Paperclip. I 
don't know anything about 
these except that Superscript 
is an enhanced version of Easy 
Script. 

Would any or all of these give 
me the facilities I require and if 


so which would you 
recommend? Alternatively if 
none of these programs are 
suitable could you suggest an 
alternative? 

D.R. Miller 
Swanage, 

Dorset 

You are suffering the age-old question 
that has perplexed users of word- 
processor programs ever since they 
were first invented; do you go for 
WYSIWYG, (what vou see is what you 
get) or do you go for a WP proaram 
that gives you all the embedded 
commands you want? The main 
problem is tnat with the 64 it is almost 
impossible to have true WYSIWYG, 
since a 40 column screen is just not 
capable of giving you the full page in 
one go. 

this uses embeddecfcommands, but also 
has a 'preview' facility where you can 
send the printout to the screen instead 
of to the printer. The disadvantage is 
that you only get to see the first 40 
columns!! However, I once reviewed 
virtually every WP porgram ever written 
for the 64 (it was a few years ago!) and 
apart from those programs which used 
an 80-column add-on board, Paperclip 
undoubtedly had the greatest number 
of features. However, there is a great 
deal of difference between the price of 
Paperclip and Mini Office so it's very 
much a case of value for money. If you 
really need both preview facilities and 
embedded commands then Paperclip is 
probably the one to look at. 

As for alternatives, after my marathon 
review of WP proprams for tne 64,1 
stuck with Vizawrite and have used it 
ever since (including for 128 version). 
There is a cartridge version available 
which gives instant start-up and 
Vizawrite uses a combination of 
WYSIWYG and embedded commands, 
although the mixture is not to 
everyone's taste. One final point: if you 
want to be able to read documents 
prepared with your existing WP 
programs then you may find that 
compatibility becomes the limiting 
factor. In such an event, an upgrade like 
Superscript my make more sense. 


combined machine-code 
commands that don't work on 
certain machines. But what are 
you supposed to do if your 
machine is one of those that 
can't handle the 'illegal' 
codes? Should I replace some 
of the chips inside my 
computer? All I want to do is 
play WizballU 

Finally, which is the best disk 
turbo system to buy? I'm 
thinking of "Dolphin DOS" or 
"Disk Demon", but if you use 
one of these chip-based 
systems, does your disk drive 
have to be perfectly aligned for 
it to work? 

Christopher Hester 
Nr. Shi ply 
West Yorkshire 
One of the problems with the current 
range of computer games is that 
everyone now expects all-singing, 
super-duper, knockout graphics, sound 
and action and sometimes the 
programmers have to take short-cuts to 
achieve all this. Where this involves 
using non-documented 'features' of 
either the hardware or the operating 
system and kernal calls, this works fine 
so long as the manufacturers don't 
change anything. However, it sounds 
very much as though this is the case here 
and that you probably have an older 
version of the 64 than the one used for 
development of the game. You certainly 
shouldn't start messing around changing 
chips in the computer since the changes 
may include modifications to the 
motherboard as well as changes in the 
op system addresses. If the game 
genuinely will not run on your machine 
then you have a legitimate complaint 
against the dealer from whom you 
purchased it and should return it. As for 
a disk system, I have heard excellent 
reports about Dolphin DOS, although it 
does involve a bit of fitting. As for disk 
head alignment, this is certainly more 
critical when using one of these systems, 
but if you use the drive a lot you should 
consider purchasing one of the 
alignment kits anyway; it saves an awful 
lot of heartache in the long run! 


Wizbugged 


And five 
more 


w I have the game Mz6a// 
on disk for my Commodore 64, 
but to my annoyance. I'm 
unable to get it to run properly. 
It loads fine, and I get the title 
page, but after pressing fire 
when it says "Get Ready", all I 

S it is a blank screen. I've had 
e disk replaced by Ocean, 
but the same thing happens 
every time. 

I've been told by top 
programmer Andrew 
Braybrookthat Wizballu ses 
"quazi-opcodes" that are 


W I would be grateful if you 
could answer the following 
questions. 

1. What is the best language to 
program games on the 64? 
Basic or machine code? If it is 
machine code could you name 
a utility to help me master it? 

2. What language are 
professional games 
programmedin? 

3. Is the TRILOGIC Expert 
cartridge better value than the 
ACTION REPLAY MKIV? 


4. What is the best disk drive to 
buy for the 64? 

5. Can you name a good art 
package that can draw 
lunglescape and metallic 
scenery? 

Colin Fulton, 

Ayr 

Scotland 

Comparing Basic and M/code is rather 
like comparing a Porsche with a Mini — 
both get to the same place in the end, 
but one gets there a good deal faster! In 
aarnes, speed is normally a critical 
factor in the interaction with the player 
and in this case there is no substitute for 
pure m/code. The disadvantage of m/ 
code is that it is slow to write, easy to 
make mistake* and more difficult to 
learn in the first place. 

The BASIC found on most micros is an 
'Intepreted' language, which means that 
each line is actioned in turn as it is held 
in memory. This results in very slow 
execution speeds. Many languages, 
such as PASCAL or 'C', use a compiler, 
which allows the language to be 
reasonably easily learnt and written but 
which produces an intermediate type of 
code which is much faster than 
interpreted code, but slower than pure 
m/code. The 'Dr Watson' series has a 
book which teaches m/code on the 64 
and this is auite good if it's still available. 
Alternatively, Rae West's.Book 
'Programming the CBM 64' has a large 
section on m/code and how to use it. 
You will also need a good monitor/ 
assembler program to speed up writing 
code, a cartridge version is useful when 
you are learning since lots of machine 
crashes are inevitable. As for cartridges, 
it is really a auestion of seeing which 
one has the features you want. If they 
both do everything you want then go 
for the cheapest one (at the moment 
that's the EXPERT). 

The best value for money disk drive 
for the 64 has to be the Excelerator 
from Evesham Micros; it now comes 
bundled with GEOS for only £129-95 
incl VAT. Finally, such things as a 
'metallic' look depend on your ability as 
as artist, not on the art package used. 


Expert 


W I have had my C64 for five 
years now. I want to buy an 
Expert Switch. I am pondering 
how much it will cost and 
where could I get it? 
ThomasMaguire 
Hackney 
London 

I assume you are talking about one of 
the expert cartridges that allow you to 
'freeze' game action and dump 
graphics screens etc. The most popular 
ones seem to be Action Replay, Freeze 
Machine and one called simply the 
'Expeif. These all cost around £30 or so 
and can be obtained respectively from 
DATEL, EVESHAM MICROS and 
TRILOGIC. 

















Well so much for summer, eh! There 
was barely enough sun to burnish the 
slappy pate of a (XI editor. Still 
TLW’s eagerly waxing its skis for the 
Winter season. All that remains is end 
of year madness, the sound of cash 
tills ringing and a nation gorging itself 
on a credit boom And it all begins at 
the PC Show which is happening 
even as we go to press. TLW will 
return next month fat and bloated 
with gossip, but until then we'd like to 
set a few things straight... 


“So this is the end result of a 
loadsamoney economy? Not bad, 
quite right-on actually! I think I'll 
cancel my subscription to Marxism 
Today. ” Next month Neil reviews 
policy. . 


“You’ll never take me alive, ya dotty 
beagle!" Foxx ignores the firearms 
amnesty. 


• Call us pedantic if you like (Pedan¬ 
tic — Ed) but we're not great fans of 
the current Stalinist vogue for rewrit¬ 
ing history. Take Capcom/US Gold’s 
1943 The Battle of Midway. Sorry, 


excuse us but the Battle of Midway 
happened in June 1942. As for Grem¬ 
lin’s Night Raider. Well we don’t 
know where to begin. According to 
the manual the Bismark was sunk on 
26 May 1941 by a Grumman Avenger, 
an American torpedo bomber. Well 
that should come as news to the 
Admiralty. The Bismark was attacked 
by a squadron of Fairey Swordfish on 
the 26th which damaged the German 
battleship's steering gear. It was only 
the day after that she was sunk when 
engaged by a pack of British boats 
from which the cruiser HMS Dorset¬ 
shire fired two torpedoes which 
finished her off. History lesson over. 
Gremlin take fifty lines ‘I must not 
falsify history for my own ends.' 




• Meanwhile back to the present and 
the litigious world of software. With 
Katakis already shelved because of 
its, ahem, debt to R-Type, Mediage- 
nic have now turned their corporate 
guns on Amalyte, claiming that the 
shoot 'em up also rips the Irem 
coin-op off. Battle has begun but no 
writs are known to have been ex¬ 
changed yet. Which can't be said of 
Great Giana Sisters U which has been 
officially withdrawn. It seems the 
game was being exhibited at a 
Hanover show by naughty soflco 
Rainbow Arts when a Nintendo offi¬ 
cial walked past. He blew his top, 
ordered the game to be switched off 
and had an injunction served within 
hours. Wallop! 
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featuring fast scrolling and 
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weapons. Six levels of pulse pound¬ 
ing excitememt. Each culminating in 
a devastating adversary. 
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